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MAZE by STAN DECKERGSG 


EDITORIAL 


by Mike Dunn, Co-Editor 


It has been the practice of ACE to have very few editorials, to pre- 
sent mostly news, reviews and programs. Recent events in the world 
of Atari have changed everything for all Atari owners, and I feel all of 
us need to know what is happening and then plan for the future of 
ACE and other user groups. As i am sure everyone knows, Atari, Inc. is 
now owned by Jack Tramiel of Commodore fame. 

What most of us do not realize is that our Atari is dead. They are not 
manufacturing any of the old units; and when the present stock is 
gone, that's it. There is no user group support, customer support, etc. 
Knowing the history of Commodore, where frequently even different 
versions of the same model were incompatible, and none of the dif- 
ferent models were compatible, it is very unrealistic to expect any 
new models from the new Atari to have any compatibility with the old 
ones. We are now on our own, friends. 

Most of the large distributors, used by the dealers and small 
stores, such as Softsel and Micro-D are dropping the Atari lines. Most 
local dealers have dropped the Atari lines, according to the many User 
Group Newsletters we receive each month. All of this makes the pre- 
sent Atari User groups more important to the many Atari owners, if 
they are going to continue to use their Ataris. And the Atari is still the 
best value for an inexpensive home computer! 

What does this all mean to ACE. Well, since most of our new 
members have come from new Atari owners, we will lose our growth 
and base of members, and possibly gradually die, unless we are really 
needed and grow. Several things we have done recently include the 
vastly expanded Bulletin Board now being developed and de-bugged, 
to include a 1200 Baud modem soon. If you have tried our BBS lately, 
there has not been much on it since we are testing a new system, but 
it is almost ready and will have 1.5 MegaBytes on-line with many new 
features — please see Larry Gold's article for details. We have a 
number of new disks ready for our members, including new Best of 
ACE, new PILOT, ACTION!, and new machine language source codes 
— something for everyone. But in order to continue with the Newslet- 
ter and Club, we need to continue to get new members, or we will run 
out of money. We usually have enough cash on hand to put out 3 
issues, then count of renewals and new members to generate money. 
You can all help — if you have friends with Ataris who are not 
members, please encourage them to join and order disks from us. 

Because of the sudden difficulty of obtaining Atari Hardware and 
Software, | want to recommend an Atari dealer who will continue to 
support us. Computer Palace (1-800-452-8013, 2160 W. 11th Ave, 


Eugene, OR 97402) is a long time mail order Atari only dealer with a . 


3500 square foot modern store for local sales. They have a huge inven- 


tory and have most anything. Owned by Don Marr, they have been | 


strong supporters of ACE, always willing to help us, and the Eugene 
ACE members have been very satisfied with them. Reliable and 
honest, they are set up for all your needs, including sales overseas, 
and their prices are very fair. Please support your local dealer as long 
as you have one, because he is now worth his weight in gold, but if 
you do not have one, Computer Palace can meet your needs — and 
this is not an advertisement. 

Because service may become a problem, you might consider get- 
ting spare parts from such places as American TV, 15338 Inverness St 
San Leandro, CA 94579; Centurian Enterprises, POB 3233 San Luis 
Obispo, CA 93403; Best Electronics, 171 Jackson St., San Jose, CA 
95112; B&C ComputerVisions 3400 El Camino Real, Santa Clara, CA 
95051 or others. These companies will sell you various Atari parts 
from chips to any board or a complete kit very reasonably — for exam- 
ple, all the parts except keyboard to make a 48K Atari 800 for $135 or 
so. And for our many overseas members, American TV also sells the 
PAL version for the same price. | have done business with both 
American TV and Centurian and they both give good service. 

When and if the new Atari comes out, we will have to decide if ACE 
will support it, or if we should let others do so. Please give us your 
thoughts when you renew or write. 


HELLO 


It was almost nine months ago when | was first approached and 
asked to consider being the president of ACE. At the time | was very 
apprehensive of taking on such a demanding job. But after much kibit- 
zing and a little pressure (subtle things like, "We'll pull your CPU if 
you don’t consider”) from some of the local members and founding 
fathers, | decided to take on the job and do the best | can. Now, at 
least for the moment, | am looking forward to the next two years and 
the challenges I’m sure | will encounter. 
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Users groups, like ACE, are supposed to be just that, a group for the 
user. New or old, young or old, we are supposed to be helping you 
become literate in the use of your computer. Up until now ACE has 
done a excellent job in helping you become more aware of the poten- 
tial of your computer. But even we have been lacking in some areas. 
So we are going to try and tune up some of our weak points and try to 
give you more down to earth information you will be able to use. 

We have alrady made some changes which will be evident first in 
the local meetings, and then some of them may eventually be seen in 
the newsletter. Each month’s meeting will be based on a theme or 
common subject. (The next three months subjects are: Sept.-Disk 
Drives, Oct.-Education, Nov.-Piracy). We will be choosing other topics 
based on an interest survey, so we will be presenting information you 
want to hear. 

In Kirt Stockwell’s farwell article in the last issue, he mentioned 
two important areas we need to keep aware of: good educational 
material and software piracy. Those of you who are quick of mind will 
have noticed two of our first topics cover just those points. The role of 
user groups in producing good educational software and in reducing 
software piracy cannot be over stressed. We as a group need to be ac- 
tive in these areas so you as individuals will have more quality pro- 
grams for your use. You will be hearing more of these topics in the 
near future. 

Well I’ve said my hello, now it’s time to say goodbye. | sincerely 
thank all of those who have given me their support. | look forward to 


serving you, and learning with you. 
Robert Browning 


ACE President 


TYPESETTER 


Typesetter (DATAARTS SOFTWARE, P.O. Box 1613, Troy, N.Y., 
12181. $30) is a unique and comprehensive type setting system and 
simple word processing program with four typefaces. The program 
can be expanded to over one hundred fonts, each with upper and 
lower case, and includes numbers and punctuation. 

This program will center, adjust margins, use form feeds, variable 
letter spacing, adjustable line spacing and a host of other things giv- 
ing you almost complete control over your printer. It does this with a 
48K machine language program requiring a disk drive and an inter- 
face. 

DATAWRITER is the auto-boot word processor program with 
TYPESETTER. It allows you to create files, edit, print and save to disk 
the files you create. While it does not have the full functions of a full 
blown word processor it works very well for letters, and small 
amounts of text. 

All in all this program is one the bests I have used for creating fonts 
for the printer and also being able to use them with such complete 
control. With the word processor it makes it more fully integrated. If 
you use your printer alot and need diverse typefaces then this is the 
program for you. Try it, you'll like it. 

— Larry Gold 


BIG JACK ATTACK 


(Reprint: Memphis Atari Systems Hobbyists, July 1984) 


There are some big changes coming to Atari, and it's anybody's 
guess as to what they will be. Warner Communications sold Atari, Inc. 
on July 1 to Jack Tramiel, the mastermind who created Commodore 
and gave it the reputation it has today. 

The day after the sale, Tramiei moved in at Atari and announced im- 
mediate cutbacks. Tramiel noted Atari had a marketing staff of 300, 
while Commodore had only 25. Both companies had approximately 
the same 1983 sales. | think even the most devout Atari enthusiast will 
agree Commodore has done a much better job of selling their pro- 
ducts. Tramiel has also acquired a laboratory for designing micro 
chips. All this is right in line with the philosophy he used in 
establishing Commodore as the only successful (in terms of profits) 
home computer company: low labor and production costs. . 

Tramiel has hired his three sons as key executives in the new Atari 
organization. Gary is in charge of collecting $400 million in past due 
receivables from customers. Sam is president of the company, and 
Leonard is in charge of software. Tramiel tried to get the "kids" on at 
Commodore before he was booted out by other investors back in 
January. 


From Rags to Riches 
Jack Tramiel, 56, is a survivor of the Auschwitz concentration camp. 
He went to Canada after the war and started Commodore in 1958 as a 
typewriter repair company. In 1965 Commodore, which was now 


manufacturing typewriters, almost went bankrupt, but Tramiel found a 
fellow named Irving Gould who invested $400,000 and saved the com- 
pany. Gould was a passive owner, letting Tramiel run the company in 
his own style. Tramiel did a brilliant job. When pocket calculators 
came on the market in the 70's, Commodore purchased chips from 
Texas Instruments for $50 each, assembled them into calculators, and 
sold them for $100. The company did well until 1975, when TI began 
selling their own calculators for $50. Again, Commodore almost went 
bankrupt. But Tramiel's hard-nosed business methods brought the 
company back to life. 

After the pocket calculator debacle, Tramiel swore he would never 
again be at the mercy of outside suppliers for parts. In 1976, Tramiel 
bought MOS Technologies, a semiconductor maker about to go under. 
MOS had designed an inexpensive and versatile chip called the 6502, 
which is now used in Atari and Apple computers. Tramiel licensed it 
to Rockwell and Honeywell. MOS also employed a fellow named 
Charles Peddle, who later started Victor Technologies. Peddle had 
been working on a project at MOS designing what he hoped would be 
the first microcomputer, using the 6502 chip. Tramiel named the com- 
puter “Pet” and began selling the machine in Europe in 1977, leaving 
the American market to Apple and Radio Shack. The Pet became the 
best selling computer in Europe and Commodore was again pro- 
fitable. 

Next came the video game craze. Atari was first here with its 2600 
game machine and cartridges. Soon Mattel, Coleco, and several other 


companies had their machines on the market and business was 


booming. But Tramiel decided not to sell these “dumb” machines. In- 
stead he introduced the VIC-20 in 1981, a “smart” game machine with 
a keyboard. Using William Shatner as the company’s spokesman, he 
duped the public into believing the VIC was really a computer. The 
ploy worked, and Commodore made a lot of money. Tramiel’s 
smartest move in the video game era was his decision not to manufac- 
ture or sell game cartridges. He encouraged third parties to make the 
cartridges for the VIC. A few months later the video game craze slow- 
ed down and millions of unsold cartridges were returned to manufac- 
turers. Everyone except Commodore suffered. 


In 1982, Tramiel took the biggest gamble yet. He shelved all pro- 


ducts Commodore had on the drawing board except one, the Com- 
modore 64. All the resources Commodore could muster were directed 
towards manufacturing 64s. Huge inventories were stockpiled and 
Tramiel arranged for discount stores to sell the new product, bypass- 
ing the traditional computer stores used by other companies. The 64s 
were then dumped on the market at $600 each, unheard of at the time 
for a 64k computer with sound and graphics. Commodore risked 
everything on the 64, but the gamble paid off big. Had the 64 not been 
a success, Commodore would have flirted with bankruptcy again. 


The Dark Side of the Force 

So far I’ve made it sound like everything Jack Tramiel touches turns 
to gold. But every silver lining has its cloud. If JT was so brilliant at 
Commodore, why did he leave? It seems Irving Gould, the behind-the- 
scenes investor who rescued Tramiel 20 years earlier, began to take a 
more active role in Commodore’s operations. He began to realize the 
company had gained a reputation for poor quality. The Wall Street 
Journal reported several months ago as much as 40% of Commodore 
products were being returned to the factory as defective. If the com- 
pany had not had a “no questions asked” exchange policy this quality 
control problem could have killed the 64. Tramiel also has an un- 
predictable temper which causes a high turnover of employees. There 
were heated arguments between Gould and Tramiel over how the 
company should be run. The final straw was Gould's veto of Tramiel’s 
decision to put his three sons in top management. It is not clear 
whether JT was fired or resigned, but he left in January with $100 
million in Commodore stock and a desire for revenge. 


What Next? 

Although nothing has been officially announced, there are rumors 
(typical of Atari). Most of the new products announced at the June 
CES could be dropped. The 600XL and 5200 are already out of produc- 
tion. Tramiel will probably concentrate on the 800XL. The 7800, 


1450XL and 1090 will be dropped. If you’re interested in keeping track: 


of the latest gossip, | suggest calling the ATARI SIG on Compuserve. 
What about James Morgan, the man who was successfully turning 


Atari around? As part of the sale agreement, Warner agreed to assume ` 
liability for all employment contracts Atari had made with its: 


employees. In effect, this means Tramiel could replace every key man 
in Atari and not incur any severance pay, which could run into hun- 
dreds of thousands of dollars. In view of JT’s history of dictatorship in 
running Commodore, | seriously doubt Morgan will become Tramiel’s 
servant at Atari. 


All things considered, | have mixed feelings about the sale of Atari. 
It marks the end of a very short but fascinating case history on how 
not to run a company. Atari was conceived so brilliantly by Nolan 
Bushnell in the late 70’s, and so cruelly run into the ground after he 
sold out to Warner. It is a story which will be published in college tex- 
tbooks and analyzed by students for years to come. 


— Les Edwards 
RELAX 


RELAX ($100, Synapse Software) is a complete stress reduction 
system produced by a team of clinical psychologists working with 
programmers. The Atari version runs on the the 400, 800 and XL com- 
puters. The back of the disk runs on the Commodore 64. Other ver- 
sions are available for Apple IBM PC and PCjr. 

The Relax package includes biofeedback hardware, a program disk 
and cassette, an audio cassette, an instruction manual, and a 
workbook. 

The Relax hardware consists of a headband with sensors to pick up 
muscle tension levels and an electromyograph unit which plugs into a 
joystick port on the Atari and sends the muscle tension information 
from the headband sensors to the Relax software running in the com- 
puter. 

There are three options included in the Relax software which pro- 
duce 3 different displays on the screen: a Relax Graph; a Sensoral 
Kaleidoscope; and a Balloon Game. 

The Relax Graph provides a continuous trace on a 500 point scale 
of your relative muscle tension level as you sit quietly wearing the 
headband. With practice, the information on the graph should help 
you learn to relax more deeply and more easily. 

The Sensoral Kaleidoscope is a colorful and rather hypnotic, con- 
stantly changing kaleidoscope display. The color and pattern changes 
follow the fluctuations in your tension level to provide a different kind 
of biofeedback information. 

The Balloon Game is played using only your muscle tension level 
sent to the computer through the headband and electromyograph unit. 
You catch bubbles and avoid pins by controlling your tension level to 
move your balloon up and down on the display. As you learn to control 
tension better using the graph and kaleidoscope, you become more 
successful at the balloon game. 

The audio cassette contains an explanation and a guided relaxation 
exercise to help you get started learning to reduce stress using Relax. 

An important part of the Relax system is the very good 200 page 
workbook, which discusses many aspects of stress reduction. The 
book explains stress and how biofeedback works to reduce stress. It 
describes several methods of developing relaxation skills including 
progressive relaxation, deep breathing, autogenic training, meditation, 
and self hypnosis. There are sections on the importance of physical 
exercise, nutrition, and sleep in reducing stress and on more effective 
communication and management of time, thought, and job stress. 
Throughout the book there are instructions and exercises for using 
the various techniques, and there is a large and varied bibliography on 
the physical, psychological, and social aspects of stress and relaxa- 
tion. 

As a new tool for use with home computers, Relax is very in- 
teresting and unusually well done. The only improvement | can think 
of is to add meaningful sound biofeedback. There is sound with the 
Sensoral Kaleidoscope and the Balloon Game, but it doesn’t seem to 
be meaningful. | find it difficult to relax deeply while watching a graph 
on the screen. The hypnotic kaleidoscope is easier in that regard, but 
for me the Relax biofeedback would be more useful in learning to 
relax if | could close my eyes and listen to the biofeedback informa- 
tion. Visualization is a very effective technique for relaxation (the 
audio cassette asks you to visualize relaxing scenes), but it is difficult 
to visualize one scene while watching another on the screen 

Relax does provide two different kinds of biofeedback (the Graph 
and the Kaleidoscope) and many other relaxation methods in the 
workbook, so you can choose the method(s) most effective for you. 
Even if you choose one of the methods in the book for learning, you 
can use the biofeedback to check your progress and to make learning 
to relax more fun. 

Relax is a training program for people under stress who wish to 
learn how to relax deeply and reduce stress. To use it effectively, 
most people will require regular practice and perseverance until they 
can relax at will without the aid of Relax and their general level of 
stress is reduced. For the self-motivated person who needs a little 
help getting started in and monitoring progress — or who is in- 
terested in biofeedback and computers — Relax is an excellent tool. 

— Linda Bumpas 


MAZE MAKER 


I had quite a few problems with this program including one | was 
never able to solve. If anyone can figure out what is wrong, I'd ap- 
preciate knowing about it. First, about the program ................................ 

The program generates mazes having only one path through the 
maze. Any size up: to 25X30 can be generated. Once generated the 
maze can be printed out on a printer, or viewed on the screen. The 
screen maze can be traversed using a cursor controlled by joystick #1. 
A third option is to have the maze put on the screen with invisible 
walls. This makes it quite a bit more difficult to traverse. 

Now for the problem. Originally I had the menu return after the 
maze was run in order to select another option. If the generate new 
maze option was selected though, the program puts random 
characters on the screen while generating the maze and locks up. It 
seems to happen only after I do a runmaze. 

_ in some cases | was able to get the second maze to appear but it 
displays all messed up with most of the rooms being completely clos- 
ed off. It was as if calling Graphics 7 in the runmaze portion had made 
the program completely forget where the array ‘maze’ was. The only 
solution I could come up with was to make runmaze lock up in an in- 
finite loop at the end so you have to push RESET to generate a new 
maze. 
— Stan Ockers 


HEX FACTS 


“Hex Facts” is a flash-card type program which can be used for 
drilling oneself on simple hexadecimal addition and subtraction pro- 
blems. You may have used the same method to learn decimal addition 
and subtraction facts in grammar school. 

I was inspired to write this program after I began to realize how 
much time my feeble mind was wasting by the method it was using to 
add a couple of hexadecimal digits. That is: Convert the numbers to 
decimal, add them, then convert the result back to hexadecimal. Now, 
after using the program a few dozen times, | am beginning to break 
old habits and starting to think in hexadecimal. 

After you have typed in the program, SAVE it, and RUN it. You will 
be presented with a choice of addition or subtraction. You make your 
choice by pressing either the A or the S key. Unless you are already 
somewhat proficient at hexadecimal arithmetic, | suggest starting 
with addition. It is easier and learning it first will make memorization 
of the subtraction much easier. 

After you have made your choice, you are presented with a problem 
written in large (graphics mode two) golden numbers. Example: C + 5 
= . Pressing any key will cause the correct answer to be printed and 
also the next problem. These problems are given in a random order 
until all possible combinations of the digits from 2 to F have been us- 
ed with the exception of problems where the result is the same as a 
decimal problem (4 + 5 for example). 

After the last problem, you are prompted with the question: “Do it 
again?”. Pressing the Y key will start the program over. Any other 
response will end the program. 


How It Works 

Line 230 puts the digits 2 through F into a string and line 240 in- 
itializes two arrays with 14 elements each; one for each digit. Lines 
320 and 330 shuffle the elements in the arrays. This accounts for the 
random manner in which the problems are presented. For a full ex- 
planation of this shuffle technique, see James E. Korenthal's article 
“Atari Fast Shuffle” in Compute! Magazine : June 83, page 223. 

The heart of the program is the loop from lines 340 to 520. One pro- 
blem is presented on the screen each time through the loop with one 
exception which is explained below. 

In lines 350 to 380, two digits are selected from the DIGITS$ string 
and assigned to the variables HEX1$ and HEX2$. The decimal values 
are assigned to the variables DEC1 and DEC2 and their sum determin- 
ed in line 390. If the sum is nine or less then the problem is skipped 
since this is, in effect, a simple decimal arithmetic problem. 

Lines 400 to 430 convert the sum to hexadecimal form for printing 
to the screen. 

If the problem is to be an addition problem it is printed on the 
screen in the form of “HEX1$ + HEX2$ = ANS$” by lines 440 and 
480. If it is to be a subtraction problem it takes the form "ANSS - 
HEX1$ = HEX2$” as directed by lines 450 and 490. 

Since you do not have automatic scrolling in graphics mode two, 
the error trapping routine at lines 580 to 610 clears the screen and 
allows the printing to resume at the top of the screen whenever a 
“Cursor Out of Range” error occurs. 

— Larry L. Farmer 


TREASURE 


This is a game where you try to beat your opponent to find the 
buried treasure. You and your opponent are given clues to follow 
which point in the general direction of the treasure. Each time you 
press the fire button a clue will appear. 

There are 4 game variations: 1. Treasures are fixed and clues are ac- 
curate; 2. Treasures are fixed and clues are false when you are horizon- 
tally or vertically in line with the treasure; 3. Treasures move and clues 
are correct; and, 4. Treasures move and clues are false again. 

The first player to collect 10 bags of treasure wins the game. 


— Sydney Brown 


GLOBAL SEARCH 
HANDLER 


(Search Routine by C. Mueller, see the MARCH '84 ACE.) 


Atari BASIC is nice, but if you are de-bugging a big program, sear- 
ching for a bug can be a pain in the neck. An ideal solution is a FIND 
command in BASIC. Unfortunatly, the people who made BASIC didn't 
include it. Since inserting a new command into BASIC is impractical, 
using a device handler solves the problem. 

My routine sets up a device called F: into the handler table with 
routines in page 6 and some in low memory. Just LIST to F: with the 
string you want to find as the filename. Example: 


LIST*F:HELLO" to find the string HELLO. 


Note any characters can be used as the filename, inverse, lower- 
case and graphics characters. 

This routine scans for any and all references in the program to the 
search string. If you are looking for something specific, like the 
assignment of a single variable, don't just use the variable name, in- 
clude a few surrounding characters. Example: LIST“F:A” finds all A 
characters in the program, but LIST“F::A=” lists all assignments of 
variable A. 

Final notes: This routine uses page 6 to $680, and part of low 
memory to $1DD7. If you want to use the DOS menu, be sure to have a 
MEM.SAV file on disk. SYSTEM RESET won't kill this, so the only way 
to take it out is to cold start the computer. Have Phun!! 

— Greg Menke 





VP’s RAMBLINGS 


The club has a new BBS program called FoReM, and we now have 2 
eighty track drives giving us over 1.4 Meg. in mass storage. In next 
month’s newsletter | will give a more complete review of the new pro- 
gram. Since the FoReM board is a password type board all of the 
members who have modems should sign on so I can raise their level 
of access. This way members can use that part of the board reserved 
for only them. 

ROYAL SOFTWARE, a local company, is bringing out a new pro- 
gram called TRIVIA QUEST which is just the thing for today with all 
the people into the trivia type games. I have watched this game grow 
from conception to where it is now and I think it is really something. It 
should be in your local software store in October. 

This next year should see many changes and I hope to be able to br- 
ing you news of new products, new ideas and good news from Atari. 

We are looking for a public domain modem program called KERMIT 
for the Atari. If anyone has it or knows where we can get it please let 
us know or just send it along and we will send you something in 
return. 

Until next month, your VP, 
— Larry Gold 


T RE a = Lš FG E= 


















SE II I PITI Pp T I L LIT I L I 
I T T DM L LI L TITI I D I P 
LI PTT PI TT TITI PO 
SSE SS WE CC SSE Sa Gs SE Ba HE SN WE PE CSS SE SE SE 
L l L ETG GT DL AT JE ps 





8 GOSUB 32888:0P-1 

i REM J33OHOODOUOOOOUHOOOOHOBHOHOOHHEE 

Z REM XXATARI COMPUTER ENTHUSIASTSW 

I REM 44 3662 UINE MAPLE DR # 

å REM XR EUGENE, OR 97405 

5 REM XX SEPT 84 3 

6 REM ER $12 YR x 

7 REM J3300O0O0B80)OODHOBDOOOOOHOBDOOOHOE 

E REM G3OGODOGUOCOHOOOHOBEOUDOHOROOHIE 

9 REM X* TREASURE HUNT * 

i8 REM * by % 
li REM * Sydney Brown * 


12 REB EENHEETEN 
i88 POKE 756,224:POSITION 5,1:7 ti6; "H3 
1":POSITIOM 5,11:? H6;"press 5 
tart";:G05lB 118 

185 IF PEEK(5327931-5 THEN QüP-OPt1:605U 
B 118 

198 IF PEEK(53279)=6 THEN 138 

189 FOR MEL TO 77:MEKT HiGOTO 185 

iig IF OP>4 THEN OP-1 

ili IF OP=2 OR OP=4 THEN POSITION 2,4: 
? Hb;"FALSE DIRECTIONS"; 

112 IF OP=1 OR 0P-2 THEM POSITION 1,6: 
? t6; STATIONARY TREA SURE WA 

113 IF 0P23 DR OP-4 THEN POSITION 1,6: 
26 OAS aaa “; 

114 IF OP-i OR OP-3 THEN POSITION 2,4: 
? H6;UTRUE — DIRECTIONS"; 

115 IF OP=1 OR OP-3 THEM NN-8 

116 IF 0P-2 OR OP=4 THEN NM--39 

128 POSITION 15,1:? H6;0P;:FOR MEL TO 
123:MEXT M:RETØRM 

198 ? H6;"K":POKE 756, CB:POKE 708,28:P 
OKE 709,224:POKE 718,282:POKE 711,142: 
POKE 712,134:605UB 1888:M-1:6050UB 388 


195 Hi-1:V1-18:H2-18:U2-18;PÜSITIQN Hi. 


,Ui:? HG;"u"; POSITION H2,U2:? #6;'T"; 
LH (HOLDER 5228 


ACE 


SYDNEY 


288 X-Hi:Y-U1:ST-STICK(8):IF ST=14 THE 
N LOCATE H1,U1-1,Z:IF Z=2@9 THEN VirV1 
-1:60T0 288 

282 IF ST=13 THEN LOCATE Hi, ¥iti,Z:IF 
2-283 THEM Ui-U1*1:G0TO 288 

204 IF 5T-11 THEM LOCATE Hi-1,U1,Z:IF 
Z=209 THEN Hi-Hi-1:60T0 288 

286 IF ST=7 THEM LOCATE Hi*i,UÍ,Z:IF Z 
-289 THEN Hi-Hi1*i:G0TO 288 

208 IF KOHL DR YOVI THEN POSITION K, 
YA 16 ; Ar: 

283 POSITION Hi,U1:? H6;"v"::IF STRIGE 
8328 THEM Ci-Citi:M-Hi:Y-U1:M-1:G050B 
2888 

218 X-H2:Y-U2:5T-5TICK(1):IF ST=14 THE 
N LOCATE H2,V2-1,Z:IF Z-289 THEN V2-U2 
-1:60T0 218 

212 IF ST=13 THEN LOCATE H2,U2*1,Z:IF 
Z=209 THEM U2-U211:GO0TÜ0 218 

214 IF 5T-11 THEN LOCATE H2-1,U2,2:IF 
7-289 THEN H2-H2-1:G0TO 218 

216 IF 51-27 THEM LOCATE H2*1,U2,Z:IF Z 
2289 THEN H2-H2*1:G0T0 218 

218 IF KOH2 OR YOUZ THEN POSITION H, 
Y:? Ho: 

219 POSITION H2,U2:? 16;'(";:IF STRIGC 
1328 THEN C2-C2*1:8-H2:Y-U2:M-2:6G051B 
2888 

298 FOR Wi TO 35:NEMT H:22-Z241:IF ZZ 
)34 THEN ZZ-i:IF OP=3 OR OP=4 THEN GOS 
UB 588:50UND 8,8,8,8 

299 GOTO 200 

388 H-INT(IGXRND(B))T1:U-INT CLEXRMD (0) 
Fi LOCATE H,U,Z:IF ZO289 THEM 300 
109 Ci-1:C2-1:RETURN 

488 FOR Wei TO 7:POSITION H,U:7 #6; "He 
; SOUND 8,RND(8JX18*1,6,10:FOR WI TO 
21:NEXT HM:POSITION H,U:? H6;"v'"; 

405 FOR WI TO 21:NEXT WW:50UND 0,8,8 


5 


BRO VYRN 


,O: NEXT H:50UND 0,9,8,G:FOR M-1 TO 49: 
MEXT H 

418 S1-51*1:POSITION 8,51:? H8;"W'";;FÜ 
R M-i5 TO 8 STEP -8.25:50UND 8,7,18,H: 
NEXT M:S0UND 8,8,8,8:IF 51>9 THEN 585 
449 GOSUB 388:G0TO0 288 

458 FOR MEL TO 7:POSITION H,U;? HEM 
;:50UND 8,RND(B)X18*1,6,18;FO0R WI TO 
21:NEXT WM:POSITION H,U:? HG M; 

455 FOR WI TO 21:NEHT WH: SOUND 8,8,8 
;O: WERT W:SO0UND 8,8,8,8:FO0R W1 TO 49: 
HEKT H 

468 52:52+1:POSITION 19,52:7 HW6;"UMW; F 

OR W-15 TO 8 STEP -8.25:505ND 8,18,18, 

W:MEMT W:50HMD 0,8,8,0:IF 5229 THEN 58 

9 

499 GOSUB 388:60TO 788 

588 SOUND 8,77,18,18: RINT LAXRHD (83) :P 

OSITION 8,8:? H6;H;" ";U;" ";;IF R-0 T 
HEN H-H*1:IF H)18 THEN H-1:RETURM 

Sei IF R-1 THEN H-H-i:IF HEL THEN H-18 
: RETURN 

582 IF R-2 THEN U-U-1:IF UIL THEM U-18 
RETURN 

583 IF R-3 THEN U-U*1:IF VILG THEM U-i 
:RETURN 

$84 RETURN 

585 FOR MEL TO 28:POSITION M-1,11:? #6 
FINS (CH, W); :501ND 9, RND(8)123+18,18,1 

8 . 

583 POKE 718,INT(RND(8J*X15)X1648:F0R H 

MEL TO 21:NEHT WH NEKT W:POKE 718,282: 

POKE 77,126 

518 SOUND 0,0,8,8:FOR H-1 TO Z20:POSITI 

ON 8,11:? H6;FINSCM,M+19);:IF PEEK(SZ2 
793-6 THEN 599 

528 FOR HH-1 TO 77:WEXT WH:NEXT H:GOTO ` 
518 

599 POKE 77,0:PO0SITION 8,8:? H6;"K":00 


U 


TO 188 — — 
1000 FOR H-1 TO 16:POSITION 1,H:? H6;" 
CUT: NEXT W:POSITIOM 8 
,0:? ft6;"v TREASURE m: 

1018 POSITION 7,11:? H6;" ACE "::RETHR 
* 

2888 POKE 77,0:IF VH AMD Y=V THEN ON 
M GOTO 408,456 

2882 IF KI AMD C1)11 THEM RETURN 

2884 IF M=2 AMD C2)11 THEM RETURN 

2818 If HCH OR VI=Y THEM 2015 

2811 POSITION X,Y:7 116;'47*;:G0TO 2100 
2815 IF HCH OR UX-Y THEN 2028 

2016 POSITION X,Y:? H6;" TP :60TO 2188 
2828 IF H)-M OR U(-Y THEM 2025 

2821 POSITION X,Y:? 116;"jP';:GOTO 2188 
2025 IF RN OR VI=Y THEN 2038 

2026 POSITION K,¥:? ge: OTI 2100 
2838 IF QP-2 OR OP=4 THEN R=IMTC4XRMDC 
82)*1:0N R GOTO 2811,2816,2821,2826 
2058 IF RON OR VI=Y THEN 2855 

2851 POSITION X,Y:7? #6;°T}";:60TO 2168 
2855 IF HCH OR UO Y THEM 2868 

2856 POSITION X,Y:? Herrn: Cor 2188 
2868 IF HOW OR VI=Y THEN 2865 

2861 POSITION M,Y:? Hö: [(*';:G0TO 2188 
2865 IF H)=X OR VOY THEN 2188 

2866 POSITION KX,Y:? #6: Q: GOTO 2188 
2188 SOUND 8,10XM,5,8:FÜR M=1 TO 35:ME 
XT H:50HND 8,0,8,80:RETURN 

2399 RETURN 

32888 DIM PRS(56) , FINS (483 : CECPEEK (186 
)-4:POKE 186,CB:PR5(1,41)-"hh' üh Thi gi 

Daa Løa KL EL pNHPY FMFOR RH 29 9^ 

32818 GRAPHICS 18:Z=CB¥256 :A=USRCADR CP 
R$),Z,4):FØR H=Z+432 TO Z4511:READ D:P 
OKE W,D:WEXT H 

32828 FOR W=Z+392 TO Z+399:READ D:POKE 
H,D:NEKT W:FINS=" the end 

B the end MENSEN" RETURN 

32760 DATA 56,16,254,166,186,48,108,8, 
8,12,14,56,124,254,254,124 

32761 DATA 16,56,84,146,16,16,16,8,52, 
6,18,18,14,64,128,8 

32762 DATA 16,8,4,254,4,8,16,0,128,64, 
34,18,18,6,62,8 

32763 DATA 16,16,16,146,84,56,16,0,7,4 
,136,144,168,192,248,8 

32764 DATA 16,12,64,254,64,32,15,0,248 
,192,168,144,136,4,2,8 

12765 DATA 254,254,254,254,254,254,254 
,8 


ER o" a Q d dM N ke 


REM JOSE EEE EEE EON EER ie 
REM ATARI COMPUTER ENTHHSIASTS# 
REM 33 3662 VINE MAPLE DR Li 
REM XX EUGENE, OR 97405 # 
REM iX SEPT 84 * 
REM e $12 YR # 
REM JHEHOHOODOOOOOHOBCOCIOHOOPDUHOOPOHCEC 
REM JJOOODGOHOHOGHIODODOIEOHOOX|HCCHIBOORE 
180 REM X X X X X X X NNN NHH 
118 REM X E: 
. 128 REM X HEX FACTS x 
` i38 REM * x 
i48 REM X by x 
158 REM X * 

` 168 REM X Larry L Farmer # 
170 REM % 387 Fiddlers Green * 
188 REM * bover, DE 19981 * 


198 REM * * 
200 REM X X X X X X K XXxxx£Éxk 
218 GRAPHICS 18:5ETCOLOR 4,73,4:TRAP 58 
8 

228 DIM DIGITS$ (14) ,ACi4) ,BC14) , HEMLSC 
1) ,HEKZS (1) , 0855 C2) 

230 BIGITSS-"234567B87ABCDEF" 

248 FOR Izi TO 14:ACID=I:BCII=I:MEKT I 
258 PRINT 86;CHRS{175): POSITION 4,3:PR 
INT H6;"aDDITIOM" 

268 POKE 85,4:PRINT H6;"USUBTRACTION"U:P 
RINT Hb 

270 PRINT H6;"MHICH Ca OR s)?":POKE 76 
4,255 

288 IF PEEK(7642-255 THEM 288 

298 CH-PEEK(764) 

i88 IF CH)63 OR CH(652 THEM 258 

318 PRINT #6;CHRS(125); 

i28 FOR I-1 TO 14:C=ACI) : P-INT(RND CO) X 
14+1) :A(1)-AC0) :6 (D2-C 

330 C-B(ID):D-INT (RND (023141) : BCI) —=B (D 
):BtCD)-C:NEXT I 

346 J-1:K-2:F0R I-1 TO 196 

350 HEK1S-DIGITSS(CACJ)) : IF ASCCHEX1$1) 
97 THEN DECI-ASC(CHEM19)-55:G0T0 178 
3608 BDECI-VAL CHEKI$) 

378 HEM2S-DIGITSS(BCK)):IF ASC CHEK25)> 
57 THEN DEC2-A5CCHEX2$)-55:G0T0 Tag 
380 DECZ-UAL(HEK2$) 

i98 SUM-DECI*DEC2:IF SUM(IB8 THEN 588 
488 IF SIM(16 THEN ANSS=" ":SCHDIG-SUM 
:6070 428 

418 AMSS-"1":SCNDIG=SUM-16 


428 IF SCNDIG(-9 THEM AN5$ C2, 2) -CHR$ CS 


CMDIG+48) :GOTO 440 

418 485$(2,2)-CHR$ CSCNDIGt55) 

448 POKE 85,4:IF CH-63 THEN PRINT HG:H 
EK19:" + ";MER2$;" = '"::G60T0 468 


6 


450 PRINT #6;0N5$;"” - ";HEN19;" = m, 
468 POKE 764,255 

478 IF PEEK(764)-255 THEN 478 

488 POKE 764,255:IF CH=63 THEM PRINT tt 
6;AN5$:60T0 588 

498 PRINT #96;HEK25 

508 J=JHL:IF J-15 THEN J-i:K-K*i 

918 K-K*t1:IF K)-15 THEN K-1 

928 NEXT I 

938 PRINT H6:PRINT H6;"D0 IT AGAIN?" 
948 POKE 764,255 

558 IF PEEK(764)-255 THEN 558 

968 IF PEEK(764)-43 THEN POKE 764,255: 
GOTO 258 

978 POKE 764,255:END 

988 ERR-PEEK(135):IF ERR-141 THEN 680 
338 PRINT "ERROR NUMBER ";ERR;" AT LIN 
E ";PÉEK (186) *256XPEEK (187) : END 

608 FOR BDELAY=1 TO 75@:MEXT BELAY 

618 PRINT #6;CHRS(125);: TRAP 580:G0T0 
448 


dos ii 


"RETURN 
18817 ? :? "HOW ABOUT THIS..."::G0SUB 
888 

32888 FOR Izi TO 358:NEXT I:POKE 65,8: 
? "FORMATTING DISK i": 

32002 C$-"hhg ri hab "Him H esi Hm hpa I 

1 SBehhg r hah Hed 4 En E SER 
Da AA 

32004 GOTO 32812 

32006 POKE 779,(5ECT? 255) * CSECT) 511) :H 
ZUSR (ADR CCS) , SECT) : RETURN 

32888 POKE 779,(SECT) 255) + (SECT) 511) :X 
ZUSR (ADR CCS) +33, SECT) : RETURN 

32818 REM | 
32012 FOR SECT=1 TO 719 STEP 18:G05UB 
32006 :POKE 20,0 

32014 IF PEEK(2@)<7 THEN 12814 

32816 NEXT SECT 

32018 FOR SECT-719 TO 1 STEP -18:605U8 
32886:POKE 28,8 

32020 IF PEEK(20) (23 THEM 12828 

32022 MEKT SECT 

32824 ? :? "And now... ":FOR A=1 TO 300 
:NEKT A:POKE 65,1:CLOSE #S:OPEN ge eg 
,"D:X.X":TRAP 32028 

32026 INPUT HS,E$:? E$:6010 32826 
32028 ? :? "GOTCHA!" 

32030 FOR Izi TO 350:NEXT I:GOTO 100 


U 


5 REM 505 II UPDATE BY PETE FAZIO 

7 REM B.A.5.1.C. BULLETIN VOL.II #2 

8 REM PROGRAM IM PUBLIC DOMAIN 

3 DIM FSC15) , ES (100), CS (188) :POKE 82,2 
18 OPEM #1,4,8,"K:": GRAPHICS 8;POKE 58 
8,1 

188 TRAP 48888:POKE 16,112:POKE 53774, 
112:? "KDISK OPERATING SYSTEM II VERSI 


ON 2.85" 
ii8 ? "COPYRIGHT 1988 ATARI" 

128 ? :? "4, DISK DIRECTORY I. FORMAT 
DISK" 

i38 ? "B. RUN CARTRIDGE J. DUPLICATE 
DISK" 

148 ? "C, COPY FILE K. BINARY SAV 
E 

158 ? "D, DELETE FILE(S) L. BINARY LOA 
p" 

160 ? "E, RENAME FILE M. RUN AT ADD 
RESS" 

178 ? "F. LOCK FILE N. CREATE MEM 
Sáu" 

188 ? “G, UNLOCK FILE 0. DUPLICATE 
FILE" 

198 ? "H. WRITE DOS FILES":? ;? :? 


288 B-8:? :? "SELECT ITEM OR FO 

R MENU" 

218 GET Hi,ñ:IF A=155 THEN RUN 

212 ? CHRS CA) ; :B=A-64 

213 GET H1,0:7? :IF AQ155 THEN GOTO 29 
8 
215 IF B(1 THEN B=3 

228 GOTO 290+10%8 

290 ? "NO SUCH ITEM: GOTO 288 

388 ? "DIRECTORY--SEARCH SPEG, LIST FIL 
E?" 
38i 
382 
E HH 

304 ? " THIS FUNCTION";? " 
T0";? " USERS WITH VALID";? " 

ORDS ONLY!" 

385 ? :6070 288 

i86 GET Hi,ñ;IF 02155 THEN GOTO 188 
387 ? CHR$(A);:G0TO 306 

318 ? "KU? "READY":RESTORE 2888 

311 GET ML,A:IF A-ASCC"E") THEN GOTO i 
88 
312 


GET HL,A:IF A158 THEN GOTO 301 
7 OPEN H1,4,8,"D:D05SYS.BAS": CLOS 


AVAILABLE 
PASSH 


TRAP 188:READ ES:? E$;:G0TO 711 

314 GOTO 188 

328 ? “GOTCHA! YOU DIRTY PIRATE! THOUG 

HT YOU COULD STEAL OUR PROGRAMS, HUN? H 

ELL," 

325 ? “YOUR COMPUTER HAS JUST NOTIFIED 
THE — F.B.I.!!! Hå HA!!": GOTO 288 


dos 11 

330 GOSUB 5888:GRAÓPHICS 8:POKE 82,2:60 
TO 188 

348 OPEN 43,4,8,"D:D055Y5.BA5'": CLOSE H 
J:FOR I-1 TO 288:NEKT I 

342 ? :? "You can't go in that directi 
on," 

345 GOTO 286 

358 ? "WITH MHAT";:INPUT ES 

352 ? "I DON'T SEE ñ ";E$;" MERE !":? ; 
? "KOM MHAT"; :ES="": INPUT E$ 

354 IF E$-"" THEM GOTO 188 

355 ? :? "I DON'T KNOW HOW TO ";E$G;"1" 
:60T0 288 

i68 ? ;? "You can't do that...YET!":60 
TO 208 

378 CLOSE HI: OPEN HI,4,8,"D:0055Y5.BAS 
":CLOSE HI:G05UB 3888 

375 ? 17 "AJ"; GET HL,A 

377 7 :? "Qops, wrong DOS'":G0SUB 888 
378 GRAPHICS 8:G0TO 188 

388 ? "K":POKE 752,1:5ETCOLOR 2,8,8:? 
"YOU ARE CARRYING THE FOLLOMING:":GOSU 
B 888:? 

383 ? " Rusted Sword":? "ú Empty Glas 
s Bottle":? " Flint and 5teel":7 " # 
XGOLDEM IDOL"? ë Brass Key" 
385 GOSUB 888:? :? 17 ;? "Ü 

TO CONTINUE"! 

386 GET H1,ñ:IF AT155 THEM POKE 752,8: 
GRAPHICS 8:G0TO 188 

387 SOTO 386 

i98 ? "K":SETCOLOR 2,3,2:7 " 
FB. I WARNINGS 

392.7.17.4 The copying of copyright 
ed soft- ware is a violation of Feder 
al Lay " 

394 ? "punishable by fines of $258 to 
$18,888and/or imprisonment of one to t 
en years per violation." 

396 ? ;? * Therefore, in order to p 
revent willful use of this software 
to s 

397 ? "commit Criminal acts, this func 

tion has been on this and 
ali" 

338 ? "future versions of this softwar 

Š program. 


PRESS 


-ATARI Inc. & your FBI 
s 
399 ? ;? PRESS AMY KEY TO CON 
TINUE":? ;? :GET Hi, a: HUN 
480 ? "NOM, LET'S SEE...5H0ULD I SAVE 
YOUR":? "DISK OR NOT?," 
402 GOSUB 800:7 "I COULD BE NICE, AMD. 
++" :6050B 888:? "NAAH, THIS IS MORE FU 


7 


:2 "n 


W!":? :GDTO 32008 

418 LIST 32888,3i28018 

411 5058 888 

412 GOTO 188 

429 A=-B:G050B 19888:F0R I-1 TO 65 

421 IF (I/2)-INT(I/2) THEM POKE 755,65; 
60T0 423 

422 POKE 755,2 

421 IF (I/X1-INT(I/3) THEN POKE 6221,80; 
POKE 784,148:POKE 712,148:60T0 427 

425 POKE 623,@:PQKE 712,8:5ETCOLOUR 2.1 
WTCRND CB2X15),6 

427 REM 

428 POKE 53279,0:FOR J-1 TO IB;NENT j: 
A-A+64:IF 05137 THEN A-64 

429 NENT I:POKE 755,Z:POKE 62:,8:G6PRAPH 
ICS 18:POKE 16,112:POKE 53774,117:POSI 
TION 3,4:7 NG; "THAT WAS [ff]'":G051B 88 
@: RUN 

438 GOSUB 999:7 "MY MEMORY I5 NOM SAVE 
b ON DISK 1. (THANKS, I'VE BEEN GE 
TTING VERY " 

435 ? "FORGETFUL LATELY.) NOM LET'S SE 


E... WHAT AM I SUPPOSED TO PRINT NEK 
T. . ef 
435 FOR K-8 TO 758:WEXT K:? "OH YEAH.. 


":60T0 288 

438 GET Hi, :IF 6155 THEN GOTO 438 

439 GOTO 188 

4480 ? “MAME OF FILE TO DUPLICATE’; : INP 
UT E$ 

441 ? ;? "SEARCHING... "CLOSE HI:UPEN 

H:,4,8,"D:D055Y5.BA5" : CLOSE #3 

442 ? ;? "FOUND IT!":G05UB 888 

443 ? "3 "YOU CALL THAT ñ FILE?" :GOSUB 
888 

444 ? :? "IT'S NOT MORTH KEEPING, LET 

ALONE DUPLICATING! ":G05U8 888 

445 7 ;? "THINK I'LL ERASE IT INSTEAD. 
«CLOSE HI OPEN HI,4,6,"D: 005575. BAS 

H CLOSE #3 

446 7 :? "GONE!'":G05UB 888 

447 GOTO 188 

508 GOTO 588 

888 FOR I-i TO 400:NEKT IT: RETURN 

900 GET Hi,ñ:IF A2155 THEN ? :RETURN 

918 ? CURS CAI; :GOTO 388. 

999 TRAP 1828:0PEM 143,8,0,"D1:MEMS.SAV 
"FOR I-1 TO 44:7 H3;"THTS5 IS ñ FILE T 
Ü SAVE MEMORY." 

1888 ? HIPI AM YOUR COMPUTER, AND Å C 

OMPHTER NEVER FORGETS!" | 

1818 ? H3;"SO0 ASK ME ANYTHING... EXCEPT 
WHAT THIS MEANS.":NENT I:CLOSE HI:RET 
URN 
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MAZE MAKER 
Stan Ockers 8-84 
ACE Newsletter, 3662 Vine Maple Dr. 
Eugene, OR 97495 Sept 84 512 year 


”" Seng "np "a wa 


f 
; See Creative Computing bec. ‘83 p294 
; 'Polumaze Solver’ by Ban Rollins 


, 


MODULE 
IMT 
hsiz,UVSiz,X,U, j, k, 3, d. dir,nd 
CARD 
room rmont, totrm 
BYTE ARRAY 
t (6) ,maze (19888) , prev (1880) ,pur2-[1 2 
4 81 
INT ARRAY 
delyt(4),delxt42 
BYTE consol-53279,key=764 


PROC Init 

FOR j-8 TO 3 DO delyt j-@ deit 
OB dely(8)--1 delyt231-1 delx(1)-1 
delx(3)=-1 

RETURN 


PROC Menu G 

BYTE POINTER betr 

CARD dist 

Graphicst2) Poke (718,8) dist-Peek (568) 
dist--*256KPeek(561) Poke (752,1) 

FOR 528 to 12 STEP Z DO bptr-distt; 
bptras6 OD 

Position(6,8) PrintBE (6, TEXT] LENE") 
PrintBE (63 


PrintbECG," i-create new maze") 
PrintbE (6) 

PrintbE(6," 2-maze to screen") 
PrintBe (5) 

PrintBEt6," 3-maze to printer"? 
PrintBE {63 

PrintbE(6," 4-invisible maze") 
PrintbE (6) 
Printb(o,"option-BACK TO MENE) 
Poke (657,52 

Print("Written in ACTION! (c) 1983 acs’) 
RETURN 


PROC Ckaxtt) 

IF y)8 THEN IF wmazetroom-hsiz-i)-@ THEN 
q=q+1;t(q)-8 FI FI 

xihsiz THEN If mazeíroowti)-8 THEN 
q-q*1:tíq1-1 FI FI 

yiysiz THEM IF maze (roomthsiztii-@ 
THEM q-43*t1:t(92-2 FI FI 

x)8 THEN IF Mazeíroow-i)-8 THEN 
q-4*1:t(q)-3 FI FI 

RETURN 


IF 


YF 


IF 


MAKER 


PROC Genmazet) 
Open (2,"K:",4,8) 
Graphics(18) Positionti, A) 
PrintDE(6," MAXIMUM size") 
PrintbE(6,“” for screen display") 
PrintbE(6," is 25 K 30") PrintbEt6,"'') 
PrintD (6, RALIN ") 
hsir-InputBD(2) PrintBDE (G,hsiz) 
Print (6, TATT mi 
gsiz-InputBD(2Z) PrintBD(6,vsiZz) 
hsiz---1 usiz==-1 
FOR room=8 TO 999 DO maze(roew)-8 OD 
x-Rand(hsiz) y-Rand(vsiz) rmcnt-8 
totrm-tChsizti)*(vsizti)-1 
WHILE recntitotre DO 
928 room-y*hsiztiltx Cknxt() 
IF q-8 THEN DO DO 
yzyti:IF y>usiz THEN y-8 
x=xt1:IF xdhsiz THEN x-8 FI FI 
roomy Chsizti) tx 
UNTIL mazetroom)>@ Op q-8 CknxtO 
UNTIL 928 OD FI 
d-Rand(q)+1 dir-t(d) 
maze (room) --*purZtdir) 
y-ytdely(dir) x=xtdelx (dir) 
room—y* (hsizti +x 
nd-dir-2 IF nd(8 THEM nd--*4 FI 
maze(roowm)--*pwr2(nd) rmcnt--*i 
6D 
maze (8) ==%1 
RETURM 


PROC Prtmaze (3 
Opent1,"P:",8,8) 
FOR y=6 TO vsiz DO 
FOR x=0 TO hsiz DO room-y* (hsizti} tx 
IF (mazetroowm) &£1)-1 THEN Printbci,"t "3 
ELSE Printbti,"t--") FI OD PrintbE(1,"+") 
FOR x=8 TO hsiz DO roowc-yK(hsizti)*x 
IF wazetroow)?7 THEN Printbti," "3 
ELSE Printbti,"I mi FI 0D PrintbE(i,"I") 
0D — 
FOR x-8 TO hsiz-i DO PrintD(1,"*--") OG 
PrintDECi,"t +") 
RETURN 


PROC Ding(BYTE pitch) 

CARD wait 

BYTE loud 

FOR loud=8 TO 15 

DO Sound(@, pitch, 16,15-loud) 

FOR wait=1 TO 608 DO OD OD SndRstO 
RETURN 


PROC Basti 
CARD wait 
Sound(8,188,12,18) 
FOR wait-i TO 3808 DO OD SndRstQO 
RETURN 
8 
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PROC SquaretBYTE colr} 

color-colr Plotlj,k) OrawTo( j+3,k) 
PlotCj,kti1) OrawTot jt+3,kt1) 
RETURN 


PROC Plotmazet 
Graphits(23) For 428 TO vsiz DO 

FOR x-8 TO hsiz DO room-yK(hsizti1)tx 
j-6Xxt4 k-3KXgt4 

If tMazetroow) £1)-8 THEM color-i 
Plot(j,k} DrawTocCjt7,k) FI 

IF mazetroom) 48 THEN color-i 

Clott( j,k? DrawToCj, k*3) 

Plotti;t1,k) DrawToCjti,kt3) FI OD 
jz6Xxt4 color-i plottj,k) DrawTo(Cj,k* 
PlotCjti,k) DrawToCjtl,kt3) OD 
k-349g44 Plot(4,k) DrawTo(j-5,k) 

RETURN 


PROC Runmaze t) 
color-2 Plot(6,4) DrawTot9,41 
x-8 y-0 j-6 k-5 
FOR room=8 TO 999 DO prevíroow)-8 OP 
mazet(8)--&i4 room8 
po 
q-Maze(roowm) d-Stick(@) prey troor)-i 
Square (23 
IF d-i4 THEN IF (q&i)-1 THEN Dingi) 
IF prevtroow-hsiz-i1)-i THEN Square (3: 
prevtroow)-8 FI plottj,k-1) 
PrawToCj*3,k-1) y==-1 ELSE Rast) FIF. 
IF d-7 THEM IF (982352 THEM Ding(60) 
IF prevtroomtil=i THEN Square td) 
prevtroom-8 FI plot(jt4,k) 
BrawTotj+5,k) plot¢ jt4,kt13 
Drawlot j+5,kti}) x==+1 ELSE RASO FII 
IF d=13 THEN IF (q&4)-4 THEN Ding(70) 
IF previroomthsizti)=i THEN Square(3: 
prevtroom=0 FI plotlj,k+2) 
PrawtoCjtZ,kt2) y==+1 ELSE RASC) FIF. 
IF d-ii THEM IF (943328 THEM Ding(80) 
IF preví(room-1)-1 THEN 5quareti) 
prevtroow)-8 FI plott;j-2,k) 
DrawToCj-1,k) plot(j72,k*1) 
brawTofj-i,kti) x---1 ELSE Rasi) FI! 
j76Xx*t6 k-3XgtS room-yX(hsizti)*x 
FOR dely-1 TO 3888 DO OD Squaret8) 
FOR dely-i TO 3888 DO OD 
: originally I had the following line: 
; IF consol-3 THEN maze(8)--Z1 EXIT FI 
UNTIL rooM-thsizti)X(usizti1l-i 
OD Maze(8)--X1 
An endless loop to prevent going 
back to menu - must RESET to play 
again - see text for reason 
Square(2) DO FOR j-8 TO 15 DO 
Poket7893,47* j) FOR kzi to 1888 DO OG 
op op 
RETURN 


we wa eg 


PROC Main) 
Init() Menut) DO 


IF key=3i THEM key=255 GenmazeC() Menud) 
Poke(656,2) Poket657,9) PrintBthsizti} 


Print(" by ") PrintB(vsizt+1i) 
printi maze ready") FI 
IF key-38 THEN key=255 PlotmazeO 
Runmaze() Menu FI 
IF key-26 THEM key=255 Prtmaze 0) 
Menut) FI 
IF key=24 THEM key=255 Graphics(Z3) 
color=1i Plot(18,4) j-6X(hsizt1)*4 
k-3X(vsizti)t4 DrawTo(j,4) 
Drawlot j,k} Plot(j+1,4) | 
DrawToCjti,k) Plot(5,4) BrawTo(S,k) 
DrawToCj-5,k) Plot(4,4) brawTo(4,k) 
Runmaze() Menu() FI 
op 
RETURN 


CASSETTE MENU 
SEE JULY/AUG ISSUE 


8 REM COS BY JAY TORRES 

1 POKE 718,128;:POKE 712,128:POKE 762,1 
:DIM 4$(48),85$(C1282,C$ (3a) 

2 PRINT CHRSC125) ;"MINI-CASSETTE OPERA 

TING SYSTEM" :PRINT"ENTER PROGRAM NAME: 
": INPUT AS 

3 POKE 718,32:POKE 712,32:PRINT CHRS CL 

25) "SEARCHING FOR: ":AS:POKE 764,45:0 
PEN HL,4,Ø,"C: 

4 TRAP S:INPUT #i,BS:CS2BS(7,LENCB5)): 

IF B$(7,G6*LENCAS2)-6$ THEN 6 

5 GOTO if 

6 TRAP 7: INPUT Hi,B5 

7 FOR X-1 TO 25:PRINT CHRSCI25):NEET X 
:POKE 718,16:POÜKE 712,16:PRINT CHR$(CIZ 
53 "PROGRAM FOUND - ":PRIMT AS 

8 PRINT"IF THIS PROGRAM IS IN MACHINE 
CODE HITH (C:FILEMAME.0BJ) SPECIFIE 
pb vou 

9 PRINT"MUST TURN OFF THE CONSOLE AND 
TURM ITSPOMER OM AGAIN MHILE HOLDING T 
HE STARTBUTTON DOMN":FOR H-1 TO 2600: 
EXT H 

18 CLOSE Hi:FO0R K-i TO 25:PRINT CHRSCL 
25) :MEKT K:PRIMT CHRSC125) ; "PROGRAM NO 
H LOADING: ";AS:POKE 764, 45:RUN "C: 

11 POKE 718,66:POKE 712,66 :PRINY CHRŠ( 
125) :PRIMT CHRSC1Z5) :PRIMT CHRSC125);" 

PROGRAM NOT FOUND":TRAP 12:INPUT #i,B5 
12 CLOSE HI:PRIMT:PRINT"ADUANCING TAPE 
TO NEXT PROGRAM -":PRIMT:PRIMT"TMIS H 
AS: ";C$:PÜKE 764,45:0PEN #1,4,128,"C: 
"TRAP 14 

13 INPUT #1,85:G0TO 13 

14 IF PEEKC(G632 O8 THEM CLOSE HL:GOTO I 
15 TRAP 14:G0T0 13 


8 GR.Ø:POKE 552,80:POKE 752,1:POKE 718, 
128:POKE 712,128:POKE 65,8 


1 PRINT"| YOUR MAME HERE 
l 

2 PRINT"| CASSETTE PROGRAM BIREC 

TORY — | 

3 PRINT| ------------------------~---- 

—— | 

4 PRINT"[A N 
l 

5 PRINT"|B 0 
l 

6 PRIMT"|C P 
! 

7 PRIMT"[D 0 
! 

8 PRINT"|E R 
l 

9 PRINT"|F 5 
d 

10 PRINT"|G T 
| 

ii PRINT"|H T 
i 

12 PRINT"|I V 
i 

13 PRINT" J H 
l 

14 PRIMT"|K K 
l 

15 PRINT"|L Y 
| 

16 PRINT"|M z 


Zi PRIMT"| RUN THE COS PROGRAM AND EMT 
ER THE | 
22 PRINT"| NAME OF THE PROGRAM YOU WAN 
T TO USE | 
23 PRIMT"| AS IT IS INDICATED OM THE M 
EMU LIST | 
24 PRINT" | ---------------------------- 


25 PRINT| PRESS RETURN WER YOU ARE 
READY | 
på Fenn 


29 POKE 559,34 

38 OPEN H1,4,0,"K: 

31 GET #1,X 

32 IF XOISS THEN Ji 
33 POKE 764,4S:RUN "C: 


FIND ROUTINE 


REM *XATARI COMPUTER ENTHUSIAST ag 
REM 3 3662 VINE MAPLE DR x 
REM SX EUGENE, OR 97485 x 
REM SS SEPT 84 x 

$12 YR * 


Vë 96 "M En Q 4& God M 


REM XX GREG HENKE FIND ROUTINE XX 

i8 REM X BASIC LISTING xx 

11 DEN 339O0HUOHO000)00]08]0])8HOI]HOOO]YRPHOI/OÓ 
1888 GRAPHICS @:SETCOLOR 2,8,8:? “Writ 
ing Di AUTORUN. SYS" 

1818 OPEN #1,3,8,"D: AUTORUN. 5 YS" 

1020 READ ott AC>-1 THEN PHT 81,8:60T 
0 1828 

1830 CLOSE Hir? CHR$(I25) ; "D: AUTORUN. 5 
YS complete! "SEND 

1848 DATA 255,255,252,28,215,29, 24,189 
,68,3,105,2,133, 36,189 

1858 DATA 69,3,105,0,133,53,169,8,141, 
189,6,141,118,6,141 

1960 DATA 115,6,172,109,6,177,36,281,1 
55,7240,9,238,109,6,153 

1878 DATA 192,3,76,22,29,76,123,6,172, 
1108,6,153,253,3.291 

1888 DATA 155,240,6,238,110,6,76,423,6 
,160,8,169,3,133,284 

1898 DATA 169,753,133,203,24,173,118,6 
,101,283,141,113,6,169,8 

1188 DATA 181,284,141,114,6,169, 3,113, 
286,169,192,131,285,173,105 

1118 DATA 5,141,116,6,169,80,168,141,11 
1,5,141,112,6,168,8 

1128 DATA 238,111,6,208,3,238,112,6,17 
7,203,209,205,208,8, 268 

11308 DATA 204,116,6,248,47, 268,242,165 
,284,205,114,6,288,7,165 

1148 DATA 203,285,113,6,248,8,738,203, 
208,214,230,204,288,218,165 

1158 DATA 8,141,111,6,141,112,6,32,168 
,23,76,123,6,169,8 

1168 DATA 141,118,6,141,115,6,96,22,16 
8,29,172,115,6,238,115 

1178 DATA 6,185,253,3,201,155,248,6, 32 
,218,29,76,188,29,163 

1180 DATA 155,32,218,29,32,168,29, 76,1 
21,5,188,118,6,248,47 

1198 DATA 288,8,6,128,60,24,173,6,228,1 
85,1,141,118,6,173 

1288 DATA 7,228,105,0,141,119,6,165,17 
,141,87,8,165,11,141 

1218 DATA 58,6,169,215,141,231,2,169,2 
9,141,232,2,32,41,6 

1228 DATA 96,169,53,133,12,169,6,133,1 
3,32,59,6,96,32,41 


& GREG MENKE 


1238 DATA 6,76,56,6,162,8,189,26,2,201 
,8,246,18,281, 78 

1248 DATA 248,6,232,232,232,76,61,6, 16 
9,78,157,26,3,169,94 

1258 DATA 157,27,3,169,6,157,28,3,96,2 
51,28,122,6,119,6 

1268 DATA 42,29,119,6,119,6,76,58,6,8, 
8,0,8,8,8 

1278 DATA 8,8,8,0,80,168,146,96,168,1,2 
6,8,8,8,224 

1288 DATA 2,225,2,8,6 

1388 DATA -i 


18 
28 
38 
48 


D 
, 
a 
# 
1 
# 
z 
2 
58 ; 
s 
# 
2 
, 
. 
, 


Global Search device handler. 


By Greg Menke, 6/19/84 


58 
78 
88 
98 ;(see the March 1984 ACE) 
8188 
8118 
8128 
8138 
8148 DEVICE = 'F 
0158 ; 

8160 ICBAL = $344 
8179 ICBAH = 5345 
8180 ICBALZ = $24 
8198 ICBAHZ = $35 
8288 ; 

8218 ; 

8228 *-$680 

8238 ; 

8240 CLC 

8258 LDA $E406 
8268 ADC Hi 

0278 STA VECTOR 
02308 LDA 5E407 
08238 ADC H8 

0300 STA VECTOR+1 
0310 LDA 12 ` 
8328 STA MEDGE+1 
0330 LDA 13 

8340 STA MEDGE+2 
8358 LDA HENDAZSS 
8368 STA 743 

83170 LDA HEND/256 
03808 STA 744 

8198 JSR SETUP 
8480 RTS 


Search routine by C. Mueller 


mn Ion Se ag 


10 


0410 
8428 
8418 
0448 
8458 
9460 
0470 
8488 
8498 
9588 
0518 
8528 
8538 
6548 
asse 
0560 
8578 
esae 
0590 
8688 
8618 
8626 
8638 
8648 
8658 
8668 
8678 
2688 
8698 
8768 
8718 
0720 
8738 
8748 
8758 
0768 
9778 
0788 
0798 
8888 
6818 
8828 
8828 
9848 
8858 
8868 
0878 
8888 
8898 
8388 
8918 
8928 
8318 
8348 
8958 
8960 
8378 
8988 
89980 
1008 


$ 

SETUP LDA HRESET&ZSS 
STA 12 

LDA HRESET/256 

STA 13 

JSR START 

RT5 


D 
D 


RESET JSR SETHP 
MEDGE JMP MEDGE 


a 
, 


START LDK 38 
FIND LDA $3iA,X 
CP Ra 

BEG INIT 

CHP HDEUICE 
BEQ INIT 

INN 

INK 

INK 

JMP FIND 


. 
, 


INIT LBA HDEUICE 
STA $316,H 

LDA HTABLE&255 
STA $31B,H 

LDA HTABLE/256 
STA $31C,N 

RTS 


s 
D 


TABLE .WORD OPEN-1 
WORD NOERR-1 
MORD NOFHNC-1 
«WORD WRITE-1 
MORD WOFUNC-1i 
MORD MOFUNC-1 
JMP START-1 


D 
, 


INDEXL .BYTE 8 
INDEN2 .BYTE 8 
POSIT .BYTE 0,8 
ENDTOT .BYTE 6,8 
COUNT .BYTE 8 
ADTOT = $CB 

ADSS = SCH 

LENS5 .BYTE 8,8 
BUFFER - 968 
LINBUFF = 1821 
VECTOR .BYTE 8,8 


D 
? 


NOFUNC LOY #146 
RT5 

NOERR LOY Hi 
RTS 

H 

X-$1CFC 

: 

OPEN CLC 

LDA ICBAL,X 
ADC 42 


1018 
1828 
1838 
1848 
1858 
1868 
1878 
1888 
1838 
1188 
1118 
1128 
1138 
1148 
1158 
1168 
1178 
1188 
1198 
1288 
1218 
1228 
1238 
1248 
1258 
1268 
1278 
1288 
1298 
1188 
1118 
1328 
1318 
1348 
1358 
1368 
1378 
1388 
1338 
1408 
1418 
1420 
1438 
1448 
1458 
1468 
1478 
1488 
1498 
1588 
1518 
1528 
1530 
1548 
1558 


STA ICBALZ 

LDA ICBAH,M 
ADC HB 

STA ICBñHZ 

LDA tt8 

STA INDEKI 

STA INDENZ 

STA COUNT 
LOOP LDY INDEKI 
LDA CICBALZI ,Y 
CMP #155 

BEQ DONE 

INC INDEH1 

STA BUFFER,Y 
JP LOOP 
DONE JMP HOERR 


WRITE LDY INDENHZ 
STA LINBHFF,Y 
CHP #155 
BEQ COMPARE 
INC INDEHZ 
JMP NOERR 

COMPARE LDY 88 
LDA HLINBUFF/256 
STA ADTOT*1 
LDA HLINBUFF&28S 
STA ADTOT 
CLC 
LDA INDEHZ 
ADC ADTOT 
STA ENDTOT 
LDA 18 
ADC ADTOT+1 
STA ENDTOT*1 
LDA HBUFFER/256 
STÅ ADS5tI 
LDA HBUFFER&ZSS 
STA ADSS 
LDA INDEXI 
STA LENSS 
LDñ Në 
TAY 
STA POSIT 
STA POSIT*1 

NEXTCH LODY 88 
INC POSIT 
BRE CHEKCH 
INC POSIT*i 

CHEKCH LBA CADTOT) ,Y 
CHP (àD55),Y 
BNE NOMATCH 
INY 
CPY LEMSS 


1568 BEQ FOUND 

1570 BNE CHEKCH 
1580 NOMATCH LDA ADTOT*1 
1598 CHP ENDTOT+1 
1600 BNE INC 

1618 LDA ADTOT 

1628 CMP ENDTOT 
i638 BEQ NOFIND 
1648 INC INC ADTOT 
1658 BME WEXTCH 
1668 INC ADTOT+1 
1678 BNE NEXTCH 
1688 MOFIND LDA RG 
1698 STA POSIT 

i788 STA POSIT+1 
1718 JSR RESETUAR 
i728 JMP MOERR 

1738 ; 

1748 RESETVAR LDA HB 
1758 5TA INDEN2 
1768 STA COURT 

1778 RTS 

1788 ; 

1798 FOUND JSR RESETUAR 
1888 PRINT LDY COUNT 
1818 INC COUNT 

1828 LDA LINBUFF,¥ 
1820 CHP #155 

1848 BED DONE2 

1858 JSR PRINTCHR 
1868 JMP PRINT 

1878 DONEZ LDA 11155 
1888 JSR PRINTCHR 
1890 JSR RESETUAR 
1988 JHP NOERR 

1918 ; 

1928 PRINTCHR JMP (UECTOR) 
1938 ; 

1948 END = X12 


SÉ 
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di D 


dos EB 


i828 TRAP 48888:CLOSE HJ:RETURN 

ZAGA DATA H,e, ,h,a,vV,e, ,t,a,k,e,nh, , 
c,0,n,t,r,0,1, ,0,f, ,9,0,U,T, ,C,0,M, 
Pu, ter 

2881 DATA We Cap ,do , anything ,we ,w 
ant ,with ,it,.... 

2882 DATA 444444 

2883 DATA He, now, return, control, to 
e you 

2804 DATA €€€€€€€€€€€€€€€€€€€€€€£€€€€€€ 
3008 ? "K'":SETCOLOR 2,12,8:5ETCOLOR 4, 
12,8:? “Recs Bytes Ext Acc" 

3081 ? " 64 8k i R/H A: ASH. COM 
LE] 

3002 ? " 36 12k i R/H 4:B105.45 
p 

3003 ? " 69 9k i R/H &:CBIO5.A 
SM" 

3094 7 " 22 3k i R/W A:FORMAT. 
com" 

3885 ? " 24 3k 1 R/H A:SYSGENM. 
CON" 

3086 ? " 38 Sk i R/H A:BDDT.COM 
18 

3087 7" 58 8k 1 R/H A:PISKDEF 
COM" 

3098 ? " 56 7k i R/H A: DISKMON 
CON" 

3809 ? " 52 7k i R/W A:ED.COM" 
3018 ? “ 14 2k i R/H A:LOAD.CO 
MF: 

3011 ? 78 18k i R/H A:MOVCPM. 
COM" 

3812 7" 58 8k 1 R/H A:PIP.COM 


3013 2 ú 32 4k 1 R/H A:READ-ME 
DOC" 
i814 ? " 18 2k i R/W AS SUBMIT. 
COM" 


3015 ? " 6 ik i R/H A:KSUB.CO 
M: 
3816 ? "Bytes Remaining On ñ: 126k" 
3817 RETURN 
5888 POKE 82,8:? "K":SETCOLOR 2,9,2:E$ 
=" Atari Download Files 

"FOR Izi TO LENCES) :? ESCI, II: :NE 
AT I 
5001 Feen in rtm n 


sl) 3; :MEHT I 
5882 E$-" 
“FOR Izi TO LENCES) :? ESO 


» 137 :MEKT I 


5083 ES-" — 1. AMODEM 4.2 (Basic) 


; 

;  ACTOMAC  RENHMBERING ROUTINE 
; WRITTEN BY ERIC KNOPP 

H FOR MPP 6/17/84 


we ta wa fan me 


wa 


; THIS PROGRAM MILL TAKE ACTION! 
; EDITED FILES AMD REPLACE OR ADD 
; LIME MUMBERS. 


; IT IS BASIC AND MAC65 COMPATIBLE. 


PROC CIO-$E456 (BYTE AREG, KREG) 


PROC READ20 


`. 


DEFINE BUFLEN-"$S100" 


BYTE ARRAY FILEi(16), 
FILE2 (16), 
BUFFER (BUFLEN) -$8085 


BYTE POINTER STORE, 
STORE1 
TEMP, 
END=SFF, 
DEL COURT. 
LOOP 


BYTE 


`. 


TOCBZ2CMD-$362, 
LOCBICMD=-$372 
IOCB2BUF-$364, 
IOCB2LEN-$368, 
IOUCB3BIF-$374, 
IGCB3LEN-5378 


BYTE 


CARP 


PUTE (3 
PRINT(C'SOURCE FILE- “3 
INPUTS CFILEL) 
PRINTC"DESTIMATION FILE- "3 
INPUTS CFILEZ) 
OPEN (2, FILEI, 4,8} 
OPENCS,FILE2,8,8) 
STORE-$8888 
FOR LOOP-1 TO 5 

Do 
STORE^-$38 
STØRE==+1 

op 


=e 


` 


‘en 


STØRE==-2 
STØREA=I+1 


po 


IO0CB2CNMD-S ; i TEMTLINE 
IOCB2LEN-SFF ; SET TO LOAD 
IOCBZ2BUF-BUFFER 

CI0(8,528) ; DISK ACCESS 


r$84 SFF] 
PELCOUNT-G 
STORE-$8885 


DO 
TEMP-STORE^ 

IF (TEMP >$2F) AND (TEMP ($34) THEN 
DELCOUNT--*1 


FI 

STORE==+1 

UNTIL CTEMPISJØNORCTEMP)SI9) 
op 


IF DELCOUNT)O THEN 
STORE-$8885 
STORE1-STORE*DELCOUNT 


FOR LOOP-(DELCOUMNT4*$5) TO 254 
po 
STORE^-STORE1^ 
STORE--*1 
STORE1--*1 
0p 
FI 
IOCBICMD=9 ; READY TO 
IOCBILEN=SFF ; WRITE 
IOCB3BUF-$88088 
CI0(0,528)2 ; DISK ACCESS 


STORE-$8883 
STORE^--*1 
FOR LOOP= 1 TO 4 
po 
If STORE^-$3A THEN 
STORE^-$38 
STORE---1 
5TORE^--*1 
FI 
op 


UNTILCEND-:) OR (END-88) 
0D 

CLOSE (23 

CLOSE C3) 


RETURN 
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dos 11 


"FOR Izi TO LENCES):? ESO 
,12; :WEXT I 
5084 E$-" 2, AMODEM Documentation 
"iFO0R Izi TO LEN(CES) :? ESO 


: DI) : :MEXT I 


5005 E$-" 3. DISKINIT (Basic-from B. 

8.5.I.C.3 ":FOR I-1 TO LENCES2 :? Eë 

1);:MEXT I 

5006 E$-" 4. BLACK HOLE (M/L-from B. 

A.5.1.C.) “FOR I-1 TO LEWCES):? ESET 

+I); NEKT I 

5087 E$-" 5. TINY TEXT (Basic-from 4 

. C.E.) "FOR I-1 TO LEM(ES):? ESO 

213; :MEXT I 

5008 ES=" 6. TINY TEXT Documentation 
"FOR I-1 TO LENCES):? ESO 

71); :MEKT I 

5889 E$-" 7, FROGGIE (M/L) 


":FOR I-1 TO LEN(CES):? ESO 
,I);:NWEXT I 


3818 ES=" 8. ULTIMATE LABELER (Basic 
J "FOR I-1 TO LEN(ES):? ESO 
+1}; :MEXT I 

5811 E$-" 


"FOR I-i TO LENCES) :? E$UI 
: II; :MEXT I 
5812 E$-"Type the number of your choic 
e or "¿FOR I-i TO LENCES}:? ESC 
5,12 ; : NERT I 
S813 ES-"(C/R) to exit. >":FOR Izi TO 
LEN(ES) :7 ESCI, ID;:MEKT I 
9814 GET M1,A:IF 4=155 THEM RETURN 
5815 ? CHRS CA) 
5815 E$-" 

"FOR I=L TO LEMN(ES2:? ESO 
: I1;:MEXT 1:60545 888 
5817 E$-"You must have a valid passwor 
d to access":FOR Izi TO LEM(ESJ:? Eër 
+I); :MEHT I 
5018 ES="this function. 

"FOR I-1 TO LENCES):? ESO 
213; "BERT I 
5819 E$=" 

"(FOR I-1 TO LEWCES):? ESO 
21}; :MEXT I 
5020 ES="Type (C/R) to return to Main 
Menu: >":FOR Izi TO LEN(E$):? ESCI, I); 
:MEXT I:GET Hi,ñ;IF 4=155 THEN RETURN 
5821 GOTO 5888 
18888 ? “RUM AT WHAT ADDRESS?';:GET HI 
zA 
18885 ? :? "NO, LET ME PICK...':G605UB 
888 I 
18887 ? “HOM ABOUT..."::G0SUB 888 
18818 ? "D8iB & D481'":? :? "RUNNING... 





BUMPAS REVIEWS 


SYNFILE+ ($99) is one unit of the new “Syn-Apps” series 
developed by Synapse Software and marketed by Atari. This is a very 
flexible and powerful database management system for any Atari with 
48k or more. Comparisons with Filemanager + (also by Synapse) are 
inevitable. And the screen presentation of Synfile + will seem familiar 
to Filemanager+ users. But the “pop-up” menus in Synfile+ are 
much more convenient and allow more efficient operation. 

Users are no longer limited to a mere 5 computed fields. In fact, 
there are no organic restrictions upon the character of any of the 66 
fields available for each record. Memory limitations might prevent all 
66 fields from containing formulas. Synfile + seems to make a much 
more efficient use of memory. I set up a mailing list file in the same 
format I use with Filemanager + . Synfile + informs me I can put near- 
ly twice as many records on a disk as with Filemanager +. And Syn- 
file + says one file may extend into as many as 16 disks. This will let 
me put at least 10,000 names and addresses in my mailing list! Pretty 
overwhelming. 

The screen display is in 80-column format. You must scroll across 
to the right-hand window to see the last 40-columns if your display is 
40-columns. The user has wide flexibility when formatting the screen 
display of your information. Field names and data may be placed 
anywhere on the screen. If you don't like where you put it, you can put 
the cursor on the first character, select the Moe option with the cursor 
arrows and simply move the field to another location on the screen. 
All menu items are easily selected with cursor arrows and the return 
key. All menus are nested, so only the menu information which is rele- 
vant to the particular operation you are performing is in the window at 
screen bottom. 

The package includes utilities which convert “DIF” files to and 
from Synfile--. This permits data created with Visicalc, Synfile +, 
Syncalc or Syntrend to be used interchangeably between these pro- 
grams. The documentation also makes up for an omission in the 


AtariWriter manual. Here you learn how to merge Synfile + data into ; 


text files developed with AtariWriter. 


Synfile + allows you to select double density format for disks, but 


remember to change the density back again before you put the pro- 
gram disk in (to avoid Error 138). Error trapping is excellent in this pro- 
gram. I accientally tried to write a file to the program disk. A couple of 
polite little beeps and an error message informed me of the problem 
and permitted me to insert the data disk to complete the operation. 

Synfile+ supports ram disk operations with the Axlon boards or 
the Mosaic 64k Select. Use of two drives is provided for in many in- 
stances where there is a great advantage for the facility (as in copying 


files, etc.) But for normal file creation and data entry, I was forced to 


put both the program disk and the data disk in drive 1 (requiring some 
disk swapping). Another obvious shortcoming of Synfile+ is its lack 
of any utility to convert Filemanager+ data files for use. I am told 
Synapse is working on a utility to perform this task, so this may be 
corrected soon. I was looking forward to converting my files. But as I 
don't want to type in all this data over again, I'll keep using 
Filemanager + for awhile. 

Synfile + is the best database manager I've seen for the Atari. I can 
unequivocally recommend it to anyone who wants to store and 
manipulate data and who is not heavily committed to another program 
(such as I am with Filemanager + ). 


MEGAFILER (XLEnt Software, Box 5228, Springfield, VA 22150, 
(703) 644-8881, $30) advertizes itself as “The Ultimate Atari Database 
Manager." On a price/performance basis, | believe this bit of "puffing" 
might not be too far off. It is an excellent piece of software. 

The program seems to be compiled from BASIC XL by OSS. 
Documentation includes a 28 page, digest-sized manual and a one 
page errata. The errata claims the “change should not detract from the 
usefulness of Megafiler." But the errata lists only 4 valid arithmetic 
operators (add, subtract, multiply and divide), while the manual lists 8. 
Anyway, the 4 basic functions are sufficient for most applications. 

Megafiler is my kind of program. The menus enabled me to boot up 
and begin immediately to create a database file of mailing list 
records. I got stuck with a couple of questions, but the table of con- 
tents led me to the page with the answers I needed. I did not have to 
read the manual before | began. A beginning user will not be in- 


timidated bv this proaram at all. ; ; 
Program functions include the ability to display any disk directory, 


to display the format of any database, and to modify the format, in ad- 
dition to creating, viewing, editing, deleting and sorting records. The 
program will also generate printed reports and mailing labels. Two ti- 
tle lines are available in the Report Generator. These lines might be 
used to include print formatting codes, if your printer can accept 
them. The module does provide for input of the code to print condens- 
ed letters for 132 column reports. The Reports module permits you to 
sum numeric data as a help to analysis. 


Each record may contain up to 15 fields of data. Records may con- 
tain up to 255 characters. A field may contain up to 90 characters. For 
most purposes, the limit of up to 3 fields per line on a mailing label 
will not be a problem. I use 5 fields on one line of my mailing list (con- 
taining various identifying information), but I could modify these 
fields to reduce their number. 

The program executes quickly, with excellent trapping of user input 
errors. Å beginner will be comfortable with this program. Advanced 
users will find it a helpful program also. I don't believe you can get 
better value for your money spent on a database system. 


AROUND THE WORLD (SUPERware, 2028 Kingshouse Road, Silver 
Spring, MD 20904, $30) is a family strategy game for one player. The 
player's goal is to journey around the world in the shortest time. The 
program provides several ready-made characters you may use, or you 
may generate your own, with different characteristics. 

The game begins in London, and there are 40 regions of the world 
you must visit before finishing the game. Each region is a free-form 
maze which scrolls endlessly across several screen pages. There are 
stores at which you may purchase food, transportation (usually a 
horse), and numerous other items which may help you on your 
journey. Each region also has ticket sales offices which are more dif- 
ficult to find than the other types of store. These ticket offices are the 
only way to leave a region. 

On your journey you will find dusty chests which may contain 
valuable items. Or they may contain perils which may delay or end (!) 
your journey. You will meet other characters. Some will be helpful, 
some will not. Some will harm you. You have a choice to fight, run or 
persuade upon any encounter. I was trying to be real nice, but after be- 
ing attacked in Rome by 3 Cardinals in succession, I began killing 
them off any chance I got. Various random events occur such as 
floods, fires, landslides and plagues. Each time something bad oc- 
curs, you take damage. It seems you regain some strength with a 
respite, but eventually all the fighting, poison gas, plagues, fires, etc. 
get to you and kill you. Now you get to see a nice feature of the game. 
You may reincarnate your character at the point at which you died. 
You get to do this twice before you are finally killed off. 

All player input during the game is by joystick. Each game screen is 
graphically well drawn, with a text window at the bottom. The colors 
are bright and appropriate, although the sounds are less well done. 
The author collaborated with his wife on this effort, and it seems to 
have helped him avoid some spelling errors, but still a few persist: 
"ferrocity", “Margret” and "Judus”, for example. | must be getting old, 
being irritated by such small things. I have a pre-production copy. I 
hope this review reaches them in time to proof the spelling. 

The program performs very well, indicating an excellent job of 
coding by the authors. The action is smooth and quick. The game isa 
lot of fun to play. I predict you will get your $30 value in enjoyment 
from this game. 


Mastering Your Atari ($30, Prentice-Hall), by the staff of Micro 
Magazine, contains 8 programming projects for the intermediate 
BASIC programmer. A beginner who wants to become more serious 
will also find this package helpful. For your money, you get a 175 page 
softback book and a disk or cassette tape containing all the programs 
used in the book. These programs include "Atari Player” (a music 
player and editor), "Master” and "Word Detective” (quessing games), 
“Breakup” (a Breakout clone), "Atari Clock” (digital time display), 
"Programmable Characters” (character editor), “Sorting” (a 
demonstration of 5 ways to program sorting routines), and 
"MicroCalc" (a miniature spreadsheet). 

Most of the text of the book is devoted to documenting the uses of 
the programs, together with detailed program line descriptions, 
variable tables, and printed program listings. But also included are 
suggestions for modifying the programs. All this information is very 
helpful in stimulating the reader's imagination. I find myself thinking 
of all sorts of applications and modifications | can make to use some 
of these ideas in my own programs. 

For the money, this package is probably worth it to the new user as 
a sample of interesting program types to run on the Atari, in addition 
to its obvious value to the intermediate BASIC programmer. 


Steve Krenek (KRENtek Software, Box 3372, Kansas City, MO 
66103) presents the strategy game enthusiast with two very 
sophisticated real-time games (especially considering they seem to 
be his first commercial effort). They sell for $35 each and require 32k 
RAM (disk or cassette) and a joystick. They seem to boot up with or 
without BASIC installed, but the manual says to remove all cartridges. 
They boot up on XL machines without a translator. 

ROME and the Barbarians puts you in command of the Roman Em- 
pire in the year 400 A.D. If you remember your history, Rome was 
sacked by the barbarians in 476 A.D. If you can prevent this from hap- 
pening before the game ends in 476 A.D., you are doing very well in- : 
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BUMPAES COP T 
f I’m very impressed with the uality of pro rammi i 
into these two programs. The disks msn were gegen 
mailer and both disks were creased. They boot up just fine. but they 
are copy-protected So | couldn't make backup copies. | hope the pro- 
ER copies are better protected from the postal service in the 

All control over the movement of Roman Legions and paid 
mercenary Barbarians is by joystick. The units move over a smoothly 
scrolling map consisting of more than a dozen screens containing 
mountains, rivers, cities, oceans and clear terrain from Scotland and 
Ireland in the northwest to Sicily, Carthage and Illyria in the 
southeast. Three locations on the map provide the only replacement 
areas where you can muster in new Roman forces into your legions. 
You will need to protect at least one of these. 

The Option key gives you control over expenditures for mercenaries 
and gifts to allies. But quite often a barbarian tribe will take neither 
your pay nor your gifts. Sometimes they take the money and desert 
you. Even Roman Legions may rebel, especially if you let the tax 
revenues from cities occupied by Roman Legions fall so much that 
the treasury is completely expended. The Select key will print a 
graphics screen listing of the names of each barbarian or Roman 
force and the number (in thousands) of combatants in the space under 
the cursor. Controlled units may be ordered to dig in or disband from 
this screen. 

Battles produce sounds of fighting, barbarian victories in cities pro- 
duce sounds of pillage. The colors are bright and attractive, and the 
graphics are well-drawn. | pretty much mastered the Beginner level of 
play after a few games (each game takes only an hour or so!). But the 
Standard game is so far too fast for me, and I do poorly. | don't believe 
you need to be a wargame enthusiast to enjoy this well-done game. 
Now if I disband a few more Romans in North Africa and beef up the 
Rhine front... 

NAPOLEON AT WATERLOO is a classic war game, rendered in 
dozens of paper board games and miniatures displays. Steve Krenek’s 
Atari version gives the feel of the best of these, plus the sounds of 
cannon and musketry when units collide, and the music of victory 
when one side or the other achieves a significant advantage. The 
Marsellaise and God Save the Queen are the two songs played. In 
fact, you not only hear the cannon boom, but the screen actually 
shows a cannon shot flying from the artillery to the target. 

The player controls the French infantry, cavalry and artillery. The 
joystick controls all targeting of movement and fire (for artillery). If 
you want infantry to use musketry, just stop its movement adjacent to 
its target. If you want to melee with bayonet, move the unit right into 
the target. The map scrolls over more than 3 screens of terrain con- 
taining ridge lines, woods, villages, walled farms and the various 
military symbols designating the combat units. The button with the 
cursor on a unit will show you the unit name, number of men and guns 
in the unit, an evaluation of the unit's morale (from Poor to High, for 
French units only), and an indication of the state of (dis)organization. 

The player must exercise good traffic control in planning the 
assault, for units will not move through each other. | usually end up 
blocking my infantry with artillery and cavalry (not a good situation!). 
However, it is disconcerting to see a routed unit squirt through the 
crack between two units touching corners on the diagonal! A clock 
runs from 11.15 am to 9.00 pm on June 18, 1815. This time passes in 
about an hour or so at which time the battle is over and you may read 
your score. So far I’ve not managed to win the battle, but I've scored in 


` the high 90,000s several times (100,000 is needed to win). To start with 


my scores were abysmal. l've bombarded my own units with French 
artillery, sent unsupported cavalry right into the face of 30 guns, or 
massed infantry squares. I’ve done a number of things which produc- 
ed only disaster on the field. To win, you will need to have close con- 
trol over your units and be able to repel the Prussians when they ar- 
rive. The British and Allies will not conduct any offensive, although 
the occasional unit seems to be ready to take advantage of errors in 
their front, such as seeing some weak units or exposed artillery to go 
after. The Prussians are almost mindlessly offensive, but if you have 
some fresh units remaining you can hold them off (or even push them 
back). 


TRAMIEL'S ATARI 
Everyone in Ataridom is buzzing with rumors, fears, guesses and 


predictions regarding what Jack Tramiel will do to or with Atari. Will 
he make the Atari into a Commodore? This is the most often express- ` 


ed fear. The question requires an ambiguous response. Atari 
customer support will surely approach the Commodore level. This 
cannot be helped given the massive layoffs of personnel. You might 
try in vain to find any 800 number still in service at Atari. And the sur- 
face lines will rarely be responsive. 
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What about quality control of future Atari products? Well, Atari 
quality might be expected to suffer somewhat, unless extreme care is 
taken prevent "efficiency" from becoming synonymous with 
“cheapness”. Of all the elements of “Commodore” feared by Atarians, 
compatibility seems to be the most important to us all. Commodore 
has a reputation for producing computers, no two models of which are 
compatible with each other. Atari has a reputation for making all of its 
computers compatible. This is the most significant divergence bet- 
ween Commodore and Atari. In my opinion, this Atari reputation is 
one of the most significant elements contributing to the public good 
will towards Atari. I believe Tramiel will be foolish to waste this very 
important asset. He is not stupid. I believe he will maintain Atari com- 
patibility. 

So much for the fears. Tramiel's greatest quality as far as Atari goes 
is: He knows what to do with a computer company. All Warners ever 
knew what to do was to rake off the profits. When things began 
tightening up in the computer market Atari started bleeding (as did 
many other companies). And Warners didn't know how to stop the 
bleeding. Just maybe, with Morgan at the helm, Warners could have 
fixed things. Instead, Warners just amputated Atari. At least Atari is 
still here. It didn't go the way of TI or Timex. One thing is for certain, 
Atari in Tramiel's hands will be exciting. | 

— Jim Bumpas, Co-Editor 


SHAPES & SOUNDS FOR THE ATARI 


($50.00 Herb Moore, Professional Software - John Wiley & Sons,Inc. 
1984) 


Herb Moore's Shapes and Sounds for the Atari is a well developed 
introductory packet on the use of computer graphics and sounds. The 
2 discs come with a clear 123 page work book. Each disc has a series 
of short programs exhibiting a particular sound or graphic effect. You 
receive 11 sound programs and 16 graphics programs with 3 addi- 
tional sound-graphics programs. Each of these programs may be 
found fully documented in the work book. | 

It must be understood this matieral is not designed as a programing 
tutorial, but rather as a means for the nonprogramer to learn about 
sounds and graphics. However the progams are so clean and the 
mode of altering them so clear that any programmer might use this 
matieral to develop a sound or graphic for a more complex program of 
their own. Each of the sound and graphics programs are sequentially 
numbered so you are able to load and combine the various sounds 
and graphic patterns. 

In the first part of the work book you are given an opportunity to 
study each program, and experiment with combining them. Since the 
programs are sequentially numbered all the beginner has to do is load 
the programs and watch the effect. From this point the user is then in- 
structed to load the expandable versions of the programs he has been 
working with. The expandable programs allows one to directly alter 
the program currently being run. For example, with an expandable 
sound program one is taught how to alter pitch, tone, and space. The 
manipulation is done by the use of a joystick control, with the oppor- 
tunity to instantly hear the newly created sound by pressing the Start 
key. The joystick control is quite simple, pushing the control to the 
top or bottom adds or subtracts to the value of the currently displayed 
variable by a factor of one, while moving it from side to side adds or 
subtracts by a factor of ten. The range of sounds a nonprogrammer 
can achieve is quite astounding. After determining the sound you 
want you reord it on a work page and then are instructed on how to 
enter the basic programs and alter them to create the new sound. 

The presentation of the graphics programs in the expandable ver- 
sions allows you to change the color register, hue, and brightness as 
well as the column and row at which the graphics will appear. Again 
this is done with a simple menu and the use of the joystick. Later you 
are shown how to enter and change the setcolor of each program. 
After learning and experimenting with these basic variables you are 
shown how to combine graphics modes, use for-next loops, change 
line numbers, use read data statments, and how to merge with other 
programs you may be working with. All in all I found this program a 
fun way to explore the world of graphics and sound. Be warned: Some 
of the programs can only be run on a computer with a GTIA chip and 
that in general this software is geared for the beginner or nonprogram- 


mer. 
— Nick Chrones 


News and Reviews 
by Mike Dunn, Co-Editor 
Because of the events outlined in my Editorial, many companies 
marketing Atari software are trying new marketing techniques to sell 


their products. LJK (7852 Big Bend Blvd., St. Louis MO 63119 
314-962-1855) will give you a $50 credit for any original commercial : 


program disk with documentation towards any LJK product before 
Jan 1, 1985. This means you can get the new Letter Perfect for $55 
with its built in spell checker. Educational Software (4565 Cherryvale 
Soquel, CA 95073) will sell any of it's excellent Tricky Tutorials for 
50% off. Probably more to come. 

ACE has a number of new disks in the library. Best of ACE #9 in- 
cludes the programs since the last Best of disk, including run time 
versions of some of the ACTION! programs — not all the programs 
can be made run-time for some reason. There is a new ACTION! #2 
and ACTION! #3 source codes, and Assembly Language Source 
Codes #2. PILOT #3 is also ready. And finally, the official version, 
completely debugged, fantastic, documented FILEINDEX, the original 
program to keep track of all your disks and much more! This is a com- 
mercial quality program, 3 years in development by our founding 
President Stacy Goff. Versions of this can be found on Compu-Serve, 
etc. All of the above are $15 each, $20 double-sided disk (2 choices). 
PILOT is only $10. ACE also presents a Special. Because we wish to 
promote the concept of “Freeware”, provide a service to our members 
and increase the sales of our disks, any single sided disk above or in 
the library can have a copy of The Home Financial Database by 
Richard Kalagher. As is most "Freeware”, this is a commercial quality 
program with built in documentation. The author encourages you to 
give it to your friends, etc, and if you like it, and want further 
documentation, updates, etc., you send in money to the author. A very 
nice financial/checkbook/budget program. If anyone else out there 
wants to distribute their programs this way, please let me know. 
Available on Disk only; you must indicate you want it with your order. 
All of the other programs above are also available on tape for the 
same money. 

A new product by Synapse RELAX (5221 Central, Richmond, CA 
94804, $100) is really something! It consists of a device attaching to 
your head which measures muscle tension; and, with the software, is 
a good device for bio-feedback. It was sent for only a 3 week review 
period, and since | was on vacation a good part of the time, Jim and 
Linda Bumpas will review it. Linda is familiar with the use of bio- 
feedback devices for relaxation purposes. | used it for a short time 
and it really does work — the software makes the screen look like an 
oscilloscope, and seems to work just like the very expensive bio- 
feedback units available at your friendly psychologist’s office at $70 + 
an hour. 

Typesetter (DataArts, POB 1613, Troy, NY 12181, $30) turns your 
Atari plus a Centronics 739, Epson, Gemini, Nec 8023A, C. Itoh Pro- 
writer of Gorilla Banana printer into a very nice typesetting machine. 
Larry Gold will review it, but our banners, etc., will feature this pro- 
gram for at least a few issues. As good as the $200 CP/M program, 
Fancy Font, we used to use, but much easier to use, with somewhat 
less versatility. Comes with 4 fonts, extra fonts are $12 for 5. 

Super Sketch (RC 4016 Sanquinet FT. Worth, TX 76107, $50) is a 
new sketchpad just released for the Atari. | have not seen it, but the 
price is right. 

The nicest piece of mail | got was a wedding announcement for- 
Doug Carlston of Broderbund. Doug, his brother Gary and sister Cathy 
are among the nicest people I know, and all of us at ACE congratulate 
him and his new wife. | hope she likes to play arcade games! 

Remember: the next issue will be devoted to Learning Disabilities. 
Handicapped, etc., if we get the articles. We have programs, but need 
your experiences, reviews, etc. as sooon as possible. 

For the rest of the academic year, meetings will be held the 2nd 
Weds each month at So. Eugene High School Cafeteria, 7:30 PM. See 
you all there. 





MONKEY WRENCH II 


($50 by Eastern House. A machine language cartridge for the 600 & 
800XL) 


Monkey Wrench ll for the XL is improved over the model for the 800. 
It provides “33 new direct mode Basic Commands”. It comes with a 
29 page Users Guide, which | find clear and concise. The back of the 
guide has a useful Quick Reference page, covering the Basic Com- 
mands, DOS Functions, Function Keys, and Home Functions. There is 
no list of the MLM (machine language monitor) commmands. 

With its many various Direct mode commands the cartridge gives 
the programmer a great amount of flexiblity in the manipulation of his 
program. There are 19 direct mode Basic functions. They run from the 
standard Auto Line Numbering system to the Hex and Decimal con- 
version systems. These commands must be utilized as direct mode 
commands, that is they may not be entered into a Basic program. 

You must also remember that all commands requiring parameters 
must have at least one space between each parameter. Additionally in 
the construction of your program you must be sure no line is longer 
than 120 characters in length, as the Monkey Wrench program will 
truncate anything greater than this. In all cases the Users Guide clear- 
ly states all the precautions one should take. 

Besides these direct mode commands you will find a series of 16 
MLM (machine language monitor) commands, which should provide 
assistance to anyone dealing with machine language. Not being vers- 
ed in machine language | was unable to fully test the usefullness of 
this part of the system. 

Along with the two command groups you have three command 
function groups. The first being a series of DOS functions. These 
allow you to obtain disk directories, format disks, unlock & lock files, 
and rename files. A note of caution here: The format command ex- 
ecutes upon entry so you must be sure to have the proper disk already 
in place 

Next we have the Function keys. This feature prints commonly us- 
ed commands with a single entry. For example, by pressing Control 
and 7 key - list ‘D’ is printed out. The last set of functions are called 
the Home functions. These functions allow you to move the cursor to 
four locations on the screen. 

Remembering the cautionary notes and dealing with my own limita- 
tions as a programmer | found that this system allowed me to program 
with an ease and speed | had not known before. It in fact has en- 
couraged me to explore some programming challenges | have put off 
until now. | have found it helpful and it certainly will make a useful ad- 
dition to anyone’s utility collection. 


GUMBALL 


Gumball is an arcade style game using either a joystick or keyboard 
input to control the action. 

The object of Gumball is to sort colord balls into their own bins, be- 
ing careful not to mix them and reject the rotten ones. At the higher 
levels you must also defuse bombs which zealous dental assistants 
have added to the sugar supply. 

At first sight Gumball appears to be a simple game. Because all you 
have to do is to sort the balls into the correct bins. But if you sould 
make a mistake Mr. Nitpicker will come out and empty that bin and 
you start over. To make things a little more challenging you have a 
quota which must be met by the end of your shift, and if you should 
make a mistake, well they just up your quota. Now if you are sorting 
just two colors this isn’t too bad, three is ok, but trying to sort four or 
more colors may cause you to permanently lose interest in ever see- 
ing a gumball again. 

This game is interesting, challenging, and down right frustrating at 
times, and it is a nice break from the shoot’em-up games. 

Gumball is distributed by Broderbund and requires 48K. 
— Chris Browning 


— Nick Chrones 
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Atari Computer Enthusiasts 
A.C.E. is an independent, non-profit and tax exempt computer club 
and user's group with no connection to the Atari Company, a division 
of Warner Communication Company. We are a group interested in 
educating our members in the use of the Atari Computer and in giving 
the latest News, Reviews and Rumors. 


All our articles, reviews and programs come from you, our members. 


Our membership is world-wide; membership fees include the A.C.E. 
Newsletter. Dues are $12 a year for U.S., and $22 a year Overseas 
Airmail and include about 10 issues a year of the ACE Newsletter. 
Subscription Dep't: 3662 Vine Maple Dr., Eugene, OR 97405. 


* President— Robert Browning, 90 W. Myoak Dr., Eugene, OR 97404 
503-689-1513 
Vice Pres— Larry Gold, 1927 McLean Blvd., Eugene, OR 97405 
503-686-1490 
Secretary— Bruce Ebling, 1501 River Loop #1, Eugene, OR 97404 
503688-6872 
Librarian— Ron and Aaron Ness, 374 Blackfoot, Eugene, OR 97404 
503—689-7106. 
Editors — 
Mike Dunn, 3662 Vine Maple Dr., Eugene, OR 97405 / 503-344-6193 
Jim Bumpas, 4405 Dillard Rd., Eugene, OR 97405 503 / 484-9925 
E.R.A.C.E. (Education SIG Editor)— 
Ali Erickson, 295 Foxtail Dr., Eugene, OR 97405 / 503-687-1133 
E.R.A.C.E. Corresponding Secretary — 
Robert Browning, 90 W. Myoak, Eugene, OR 97404 / 503-689-1513 


Send 50c stamps or coin ($1 overseas) to the Ness’ for the new, 
updated ACE Library List-new in May 84 ! 


Best of ACE books 


Volume 1 contains bound issues of the ACE Newsletter from the first 
issue, Oct 81 to June of 1982 


Volume 2 covers July 1982 to June 1983 
Only $12 each ($2 extra for Airmail). Available only from: 


George Suetsugu 
45-602 Apuapu St 
Kanoehe, HI 96744 


SortFinder 1.2 

A composite index of Atari related articles from 5 popular computer 
periodicals from Apr '81 to June '83, including ACE. Only $6 for ACE 
member from: 

Jim Carr, Valley Soft 

2660 S.W. DeArmond 

Corvallis, OR 97333 
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TYPESETTING 
FROM YOUR COMPUTER 


ATARI OWNERS: If you have a modem, text editor, and com- 
munications program to send ASCII files, you should consider 
the improved readability and cost savings provided by 
TYPESETTING your program documentation, manuscript, 
newsletter, or other lengthy text instead of just reproducing it 
from line printer or daisy-wheel output. Computer typesetting 
by telephone offers you high quality, space-saving copy that 
creates the professional image you want! Hundreds of type 
styles to choose from with 8 styles and 12 sizes “on line’ 
And it’s easy to encode your copy with the few typesetting 
commands you need. 
COMPLETE CONFIDENTIALITY GUARANTEED 


— Bonded for your protection — 
PUBLICATION DESIGN, EDITING, & PRODUCTION 


Salting Design Services 


30 East 13th Avenue Eugene, Oregon 97401 
Phone 503/683-2657 


Bulletin Board 

(503) 343-4352 
On line 24 hours a day, except for servicing and updating. Consists of 
a Tara equipped 48K Atari 400 with a TARA keyboard, 2 double-density 
double sided disk drives with an ATR 8000 interface, 2- 8” double 
density disk drives, an Epson MX80 printer, a Hayes SmartModem; 
running the ARMUDIC Bulletin Board software written by Frank L. Hu- 
band, 1206 N. Stafford St., Arlington, VA 22201. See the Nov ’82 issue 
for complete details. 


